A 




No 14 MARCH 1985 



XSPECTR 



L") 



«* 



i 



EVERYONE'S 



WALL 

-LIFEOFWALLY— , 

^ mtkro^gen i 

firebird 




AT LAST THE 
ARCADE ADVENTURE FROM 




m£GR 




^^vte^'^ ^ ^ '^ 



Lj«od ccflipuCer 








PVW\ 



editor 

Roger Kean I 

A»t«t«mEditot 

GmemeKidd 

C<Hi«ult«nt Editor 

Franco Frey 

AnEifltor 

Oliver Frey 

D«vid Wasiern 

Antvmitun Edhor 
D(Bf ek Brewster 

StrMMV Editor 

St«rfWrtter 

Lk»vd hftsngram 

CiKitrifautlnfl| Writan 

Matth«w Uffindelt 
Chris Passev 
Robin Candy 

G9«fitUa«on 

Jotin Edwards 

Sul»9«ripf ior^ M«m9«r 
Otniie Robafti 

4P 1988 Nswi6aU Limited 
CkMh MsoMln* « published 
monthly by N«wsn«ld Ltd, 
1/2 Kina Street, Ludlow, 
Stirops}iir9. 
T MsphoiM MuntbMs 
Subacri pt J onft 05M 8120 
Edilorial/studio 06845651 
Advertising 0584 SSSI 
Hot Urw 0684 30 15 

C<»!our by Scan Studios. 
WanBOBHoad. LorKtort N1; 
Printed in England by Cadisla 
Web Offset (Membef of the 
fiPCC Group J, Newtown 
Trsdin^ Estate, Carli»l«, 
Cumbna, 

ENs&lbiitkm by OOIMQ, 
Tavistock Road, Wen 
arayion, Middlesex UB7 7QE 

Otculation Manager 

Tom Hamitton 

All circulation enquiries 

should ring <ai*?42 5359 

ww».»if.^^£lona: 12 issues 
£10.50 (UK Mainland post 
free), Europe: 12itsu«a 
C17 50 po^ free. OuHide 
Eurtipe by arrangomient in 
writing. 

WheMOr hnoifl iMo^^trntUm 
CBnMW ofttMmopyiifllilhQMiftni W> 
CMinot undMU^ to r«um WW MrrMan 
mUtrlat MfK ID OWSH M«ouin« 

JeMi^«M«Mi or ohm mMrM wMdh 
fn«y b* uMd »ti^ fhtgaMw to pMI (ttr 
«t Our cumni niaft. 'nM«0Mant *^ 
vtWWflrf ffi i H W tuj i ni wii U lf thrtrmwi 
and art twt rAoaaari V I* «oeof d i*Mh 
INia* of Itia publWi«M 



» 



108 



114 



128 



iO 



S2 



&6 



S9 



64 



73 



95 



jfi 



CBASHTfONNASRe 86 
indwlnl 



TOLKtSU DID THE SAME 

jER KEAN talks to Midnight' author. Mifca Singleton 



DQ€}MD ARK'S REVEMOE 

Map of fc^Mark 



THEILLUSmATOR 

Franco Frey exchanges the Quill for a tmiiti 



BEA VEH BOB BESULTS 

The winning screens for GREMLIN GfW»HiCS 



ON THE COVER 

Software an ist Steiner Lund ha* a CRd<^H Show 



lEDtrORIAL 

A day at the TV Studios 



CRASH HOTUNB AND ADVENTURE 
ICHART 

The top popular hits 



1 40 VmmiRES OF JETMAW 

Loony goes BUMF in the ni{^ 



IKEWSIMPUT 

A brief roundup for the month 



\ PLAYING TIPS 

Robin Candy gels POKEing. plus Alnwotf map 



IHAlLOfStmE 

Hi-SOOro Hype 



UHASHf^ORUM 

Uovd Msngram muaes on life in genercl 



ADVENTURE TRAIL 

Oerek Brewster gefs caught in a spider's web 



SIGNPOST 



"ftd V5nV5 at %mr>f Bftucalkona! onmea 



tUL 



Oft. FUTURE PROJECT. MOON CRESTA, 
SP»DERMAN. WIZARDS LAIR, plus toads more 
roviOTAffi 



CRASH March 1S85 3 





That old villain sheriff boss Hogg Is up to his tricks again. The Dukes still owe him $5,000 which they 
twiTOwed to buy some new farm machinery. Sheriff Hogg wants the money repaid, and he s told the 
Dukes that unless they pay up in 72 hours heil seize the General Lee as collateral. Bo and Luke have come 
up with the idea of entering ttie annual Hazzard County Cross Country Road Race - First pnze S5,000. 
which starts tomorrow, Normallv the Duke boys would have a good chance of winning but with the 
entire Hazzard County PoUce Force and 8oss Hogg rewlng up to stop them, now they're not so sure. 
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■ST EVER MULTI-ROLE ARCADE ADVENTURE 

Includes Hit Sjngie on reverse "Everyone's A Wady" performed by Mike Berry 
Spectrum 48 K £9,95 
Commodore 64 £9.95 
Available shortly on Amstrad CPC 464 44 Th* Broadway, Bracknell. Bert., 0344 427317 
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ADVERTISING 
AND REVIEWS 



I teaHv g«I sidk when people] 
start throwing their weight 
arcund on the grounds of 
'knowing the business'. Mr, 
Jones oflrttercairtor Micro'* is 
on© such. He telephoned to 
complain about a lot of maoojr- 
actes in Ocfok Brewster's review 
of lntefceptor'$ recent adven- 
ture game TheJew0fsof 
Babylon (CflASH February 
issue) after receiving 'loads' of 
phone calls from owners of the 
game, He went out and bought a 
copy, then phoned. Although 
M t, Jones vi!a& unable f O detail 
8)1 the inaccuracies of the 
review^ he wa& at pains to point 
oul that Whoever did the review 
knew noticing about the Spec- 
trum or programming, I a&hed 
him if he knew who Derek 
Brewster was and Mr Jones 
said he had never heard of him. I 
asked Mr, Jones if he knew any- 
^i rig about the Spectrurn in that 
case and informed him of the 
games Derek has written. Mr. 
Jones theri replied to the effect 
thltiif this reviewer wrote soft- 
were for other corripanies then 
he could under^tond why the 
review was writtert the way it 
w«s and implied that Interceptor 
wouki hAFdIy be booking ad? if 
thOM vnm the sort of re v lews 
they got . He a Iso impi ied . when t 
poirtted out that Interceptor had 
never advenised m CRASH, that 
Hiat was why they Qot a bad 
fieview, 'You're having a go at 
us/ fM said, Mr. Jones seems to 
h«v« forgotten that Message 
from Anammeda was welfrflc- 
eived by Derek in review and 
that fomst at World's EndwaA a 



medium review if r>ot a wow. 
Were we likely to 'have a go' at 
Interceptor Micro's for not adv- 
ertising, then the best time 
would nave been soma mofiths 
bec)i' Before people like Mr 
Jonea start to throw slandarout 
comments about the British 
Telucom system, 1 wish they 
wouid get their fads as correct 
as th^ expect Oerek Brewster'a 
to ba« If Mr Jonmrcatly knew the 
Spectrum market ha would 
know and have seen That many 
advertisers over the months 
have received good reviews in 
C1RASH and never advertised 
and the reverse is also true — 
big ads. poor reviews, Mr. Jones 
oorK^oded by saying thai he 
would be writing to other mag- 
azines to inform Them that 
CRASH employs the services of 
pfofessionai programmers who 
write games software for soft- 
ware houses to do reviews, the 
implication being that they are 
biased. Hardly anyone who 
reads CRASH could fail to know 
what Derek Brewster haswrilten 
and for whom, I told Mr Jones 
he couJd write to whom he liked 
(including us with a list of the 
inaccuracies in the Jewels of 
Bsbyion review) and tell them 
what he liked, Sur my advioe to 
him is to look a bit more thor- 
ouohly at OR ASH before he 
maltes such a fool of himself, 
And my advice to anyone is not 
to raise the spectre of advertis- 
ement versus Qood reviews 
number ever again. I get 
annoyed. 
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ULTIMATE 
TROPHIES 

As the close of the Ultimate 
Christmas competition draws 
near, we have bieen flooded with 
mass^ of Unde/wt^fide and 
Kn/ght Lc>f» maps of vary ing 
proportions. The CRASH team 
were all astonished, however, 
when the Ultimata trophies 



arrived, which as you can oee 
from the pictures, are really 
beauitfut. Additionally, Uttirnaie 
sent through six Uirge bOxeS 
esch containing an Ultimate 
cap, two sweatshirts, a T-shirt, a 
large diary and the Spectrums 
with stx-packs of oames. Having 
looked at some of the entries t 
am filled with despair! The 
choice is going to be a very hard 
onel Results nextrr>ontK 



TTie trophy for fha Iwm 
KtgiGHT LORE m«p 




The trophy tor ihe tost 
UNDERWURLD€ map 
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MAGS ON THE 
MOVE 



TiMra have btt^n some shake- 
outs this past mo nt h a mong the 
computer maga/ines. 
PubU&hers have been predicting 
the dflrtiise of some t iiles 
because there ere too many on 
the news shelves. Editors end 
pulri iehing BMwutivflw of 
LondMvbMMl mage have be«n 
ejrtenslvely reporied in i he trade 

efsss stalirt^ thai others will gQ 
ut iheifs wi> I survive because 
it's the best. Tony Tyler oiBiffti 
went lo great larvpthe iri 
Computer Trade Waokfy to say 
that only good quality 
magazines I the Bi^ K would be 
left. Two dsys after his 
pronouncement IPC Magazines 
axed Big K wlih Nttiewarrving. It 
wasn't selling well enough and 
had failed to grsb 6 significant 
chunk of the advertisirig ba«e, 
and when ii did get ad$ «t was 
giving tl)«m away at ioe»- 
making prices- 

Afgut Profs are also making a 
chan^, Games Computing 
becomes Computer Camet, but 
whether (he chaog& of n^me wilf 
do much to 1ih iheir limp imaga 
is another matter. And of course 
the b tggeQi crash of a 11 has been 
that ofPBfsonst Computer 
GsmesUom VNU &usme&5 
Publicaiions Despite WCt 
popularity, it toolatledtogetthe 
right prices for ads. without 



UiTIMATE;)OOdi«»p«Cl contaming 
'•weniliMt, T^Wn, Mp, (jt«ry arid Spectrum 



Which a modiemmaaazine 
iaiirM)itro<main healthy. 

Inaasrrse.a l ot of this ta good 
rwws for CRASH, since 
Obviouslv there are Jess mags 
around compfltJng for 
advertisers' money, In contrast 
with other publishers, we ara 
expanding by launching a new 
title in April when ZZA?! 94 is 
released. I'm surprised by how 
many tetters we receive that $ay 
the writer ha^ a Commodore Si- 
owning frier>d who ig iealow 
because there isn't a 'CRASH for 
Commodore owners". Wad from 
April onwards there Will be, 

Heading up the editorial team 
ts Chtte Anderson who wa» 
editor of PCG until he heard 
about ZZAPI S4. He brmgs with 
him Bob Wade and & few othar 
writers from PCG including the 
White Wizard and the taleritsof 
Jeff Mtnrer for a column, CRASH 
readers who don't like hearing 
at>out other computers 
shouldn't uvorrv therefore that 
the Commodore magazine will 
interfere with CRASH ss ZZAPI 
64 has &n entirely separate 
editorial team and in fact witi be 
written eisewhere all hog gh 
production will takse place in 
LudEow. Vou will r>otice that 
there is an sdueniA^ment for 
ZZAPI 64 in this i»sue— it isn't to 

gartuade you to buy a 
ommodore &lf Qui it does 
have some intereMi<ng relevanice 
to CRASH readers who Iwwtt 
Commodore-owning irtanda, ao 
don't igrfore it f 



4.06om P^H up outaitfe c«ntfal Post OfTioe to e^ way to TSW studkts, 
Mnd Mai out to gat wet. He's back in aaeoixte with the mfo, what's 
mora, Ne remarvibars it. 



41<lpfil PaHi car Outiide buiktir^. TSVv is a turly new place which 
U9i60 U} be the old Westwanf IViitudioa befwe th« fTV franchises 
chaiiged hands. We're daliverir;^ a t^ndle ol CRASHes to the 
pfoprammethfoducer MARCUS KtMBA I take my puUo-^fir off le^ 
wrap arourMitham ao they wcn't get soggy in the rain. Thesacf 
wa maJfe, MattttepArarKi I discover a juvenile itreaie in Robin — 
fihas automatic doors and sperkds the minutes ss we wait to be 
greeted by the producer jumping up and diovm on Iheoperatmg mat* 




CRASH ON TV AGAIN 



I was ewa y for t¥m w««l» holiday attar the Maw Veari' and when I sot 
bKii rt was lo diusovf that Ttl«vl*toni South West (TSW| hsd rung 
to ask wtwther they could featuta CRASH »rtd ravlawen Maittiew 
UfFkuiell artd Rdblri Ceridy oiitha 'S«ft Spcri' f*«tur* a4th«k{MHHitBf 
pnigiwnma FREEZE FRAME, y^kh goBt out un Saturday 
mominQs. FREEZE F=RAME is aJmad at young paopla, h noordad 
with m studio audjenca of s«ho<l( Mds. a<td Inc o i pwa i te * sevanl 
Interest ing ttem^s every week including pop vJ<t*oa a tlva bartd and 
tha 'Soft Spot* computer umaa tactkM, 

Tha programme in whH^ CHASM faatund »i*o indudad ■ piece 
on taanajw romance illustrator QAffitV COBB, a duo called MME 
THEATRE who conduda their stag* show with « Mtlffeal version of 
the famous TV puppet series THUNDERBffiOS, and the latest record 
from COOK DA BbOKS whoitHra ttve In the studio. I «ireot down lo 
TSW's Plymouth studies with Matthew and Roblfi for tha ftda and 
to record the event In ditry form lot CAASH. 

Tuaadby 29t*» Feb. -l.OiDpm 

Arrive in Plymouth . The weather ift foul, pourirHi rainand m^sty. Qnty 

" " It has tNnn to Plymouth before — wh«n he was 6. 



ff lQ j 

be' I 




4. I^im l^arcus comes down to Reception and miroduoes himi 
then takes us upstairs to the FREEZE FRAME production otitco. 
any TV studio complex, TSW ts a rabbit warren. Thev put rtuml 
of\ all t he doors so people won't ^ lost. It doesn't help. In tha ol 
the FF programme director is sin ing in a twmused state try i ng r ~ 
to Hampstead. Via shake hands and ha asks us if anyone ki 
Matthewpolitely informs him ttiat Derek Brewster does aU 
of stuff. The two men give Mat and Rob a brief outline of what ' 
happen tomorrt^w. who's doing and aaying what. They want 

Mat how he got into ali this and then get him to introduce Rob , 

reviewer RoB will then loolt at agem^ and talk about it, Ho Inn looks a, 
bit alarmed but agt^ees. Marcus then takes us down a ftoor io have a 
look at the studio which has already been set and Id reedy for the 
rrwmjng. The 'kidi gantry' is on the left, the Soft Spot desks on the 
right. Five huoa cameras £kulk under protective covers. That's 
wnere aM the kids sit?' Robir* asks looking ot the arrangement 
dubiously, I can stm him makino catapuit sight line assessments 
befvMan the area where they wtll be end the Sod Spot desk, h looks 
like an easy sfwi, I ask how big the audience will be and Marcus tells 
us dS. Rob s face looks no happier Marcus then tells uc that last 
week's was a pretty rough scbooU ours will be much rjicer. 

4.^pm Wa return to the car srKl find the hotel which is just a few 
minute walk away. TSW have taken cere of evarythinrg. Ttiere is ] 
about three hours before a car will call to take us lo dinrv«r. Mat wantai 
a watk on the sea from and daftly, I agree. It pours with ram, we're J 
soaked. It was from here that Dreke spfitted ihe Armada while 

BlaV'i)^9 bowls Ut obviously wasn't raining then |„ar)d from h*re the 
layflowor pilgrims set sail for America (undoubtediy raining). 
These great n^oments of history pass Matthew by, tw's wondering 
how to say what on the morrow, I qive him a pep talk based on n^ 
vast experience of beina on TV (twice to data, otwe with Mat 
anywavl To make hun feel better about thaordeal 1 ten tiim whet it 4 
was like when f filn^d jnterviewtt with peofila and som«i anecdotes ] 
about the funny things 1 bet wenr wrong, ft doesn't make him feel 
better. Wa retum to the hotel drenched. ! 

6,00pm Sit in hotel bar for a drink to wait for the car. Mat and Rob 
fe&hng better now and slerting to tetl jokes about wHst they will 
mallysay. y 

7.3fl|iin Taxi col tocta us and takes us io Mo s Bistro. i 

T.^CVjpm Arrive at Mo's Bistro., The 30 seoonda cost s quid. Vm J 
pleased to see taxis are the same everywlfefe Already seated at th&t 
tabte are Marcus, Carrie Gray (the young new co- presenter of ftaaitti 
Frame and who used to be in the British group that entered the 83 
Eurovision Son^ Contasl}. and the young ill ustrai or Garry Cobb A 
few moments later Andrew Dawson anduavm Robertson ((he Mirne 
Theatre} errjve. Dinner and ttinversation is very lively but Rob (alia 
silent and I wonder if he's alright , but it turrts a ut that he did n't know 
he dtsltked garlic bread 

Wedneisday 39ih Feb. S.llf>am 

At breakfMt Qarry Cobb reveals he's terrified. They told him he wUI 
be interviewed standing amonigit the kids. Robin smirks — if he's 
Stated ai the Soft Spot desk doing a gam«. than it wiil be Matrhew 
who run$ the 'kids gantry' gauntlaL Mat isn't amused. 



S.SCem Mat and I take some air on the sea front. It isn't rotningH|; 
him deep breaths help before tf*a red light comes on. He startti 
breathing, than fee4s faint. 



^ 




S.IOwn Walk to the studio and wait in reception for \ha 'Hostess'. 
Everyone's names are up on a 'welcome board'. The hostess turns 
out to be a delightful lady cailed Jen who has obviously dealt with 
nervou s 9upef stars biefipre— stie's kind, informative and fir m . We're 
taken upptjiirs and shown imo a sparse dresaing room shared with 
Garry, who's just finishing make up. 

SJiSum J«n raiums and taki^ us along to Make Up. Tlte txiys ere I 
horri^ed. The two make up gjris seat them before mirrors in barbfirl 
chairsandstartafMKtir^^chinsandchoekswiihpaii ' ' ' ''s.Onan 
overfiaad nfonltor Carrie Gray is talking to the tti, "he 

camaras mow about 'btodcing in' shots ready to r^orci . a voice 
comes out of tha speaker, 'Five seconds lodwr. . .' They cheer. 
Mat and Rob are being powdered down to enture their noses woni 
•hin«. I look up to see a rigidly frightened Garry waiting on screen, 
fortunartely thaOlASH reviaw team have their eyes dosed againa 
the powder. 



Ik 



Bac* to thfl dJirossJng room. Tanwon gfowtnig. I'm beQinrtlnf 
I as awful la itwy afe and Cm not 9vcn ^iniu on, Mai ^oyt. ha 
feafs lifca a puffed up poof. Robing «yea are running from the 
powidef . Tha mjitie u(} girl Lhoughi he lookod (ired -^ now h« |ust 
looks angaished. 'rm noi nefvousl* thay kasp saying 
unc^rwlnclnglv 

10.20am Still wdiLing in [hedfe^tng room, Mai says he wvishas It 
VMira a l) ou er . 1 r' s I the bai ng irt a dantlsi 's watting room. Thef e 's nolsa 
outsida- is t h is It? No^ if s lea b reAk, We' re takfln to the can taafi. Garry 
lslCK>king related and Ciochy, He's finished of course arvd ksragrettrng 
all Hie things ha dteln't gat to soy about his worli. It's hot in tha 
canteen. Mat and Rob a r^ beginning to §waBt thair make up off. AHet 
tsa braaJf we're lad to ihe^tudic to watch. The studio khd« are liveJy, 
Tha craw am raoordmg a bit on the nature of laughter u»ing puppea. 
Tha diractor dtaappaa<'« up stain ro the gallery- 'Right, hare waQo/ 
calls ihe floor manager. Tney take the entire sequence twice to get iit 
rigbL 6«slda ma. Carrie Gray is rahearalrhg her interview with rhe two 
MJIl^rtilaattaguys- ^^at and Rob ara taken o<f to Accounts lo get 
HHntiaygatpatdquiiaaiot. ttsaafofitoheip. I join them in the 
^fwrng noom and watch the Mime Theatra gat in.tflrvi«w«d and 
start l4>Blr act. Wa thmk wia'ra on $oon but Lur>ch Sreali inierverMH. 

t2.3^»m Tha thr»a of us laave the stiidio to go a nd buy a blank VHS 
eaiManasoMecan havea focording of the programme aher it'«b««n 
a<^liad- fn tha sonvhlrte (n MAt and Hob look tiesithy , but tt s only the 
miracla of make up. We check in WH Smith to stte if i hare are any 
CRASH. There aren't — ihey told out and are waiitn{t for morer 

l^OOpni We're taken down to the studio as the Minw Theatre do 
soma pick up shots. A sound engineer wires ihe boys up wii h rad^o 
nukas and tmy lapel microphones. They stand at (he odga of the 
duos of camera cabli»9 watching and looking remarkably cool ader 
all (he nerva-wracKmg waiting, f^ima Theatre do twomo re takes, 
thBfl anothef It's good. 

Thi^ floor manager comas and takes Mat and Rob over to The Soft 
Spot set. All tha cameras s4iuffla in and iak.e up posil^ona. The 
audi ar»ca are holditig copiasof CRASH, Matthaw goes into a huddte 
with Marcus and the prasenter, lan. Tachmciafis sat up the 
computers end n'xwitors white Carrie sit* on the gantfy and racordi 
a hnk shot to a pop vfdao of Chicago's latest. Yetirv My tngpJration. 

2.f0pfn Matthew t$ positionad to fitarxjl trahind the desk wKh the 
prasar»ter whiie Robin is 8a«ted at tha Spectrum He \oatiiKnigtir 
lore from microdrive. Tha so^ind departn^eni puts a microphone 




undartKe Spectrtim and tttan plays around with an echo chamber to 
creata scfenca fiction ooisas with the UitHnata game's sourxl 1 1 
see Mat laughing at &orT\eihtr»y Ian hassaid. A good sign. The 
diiftclor appears lor a minuta aod there i& another huddle. Tha 
audiance a re kept amused by watching tha Chicago video on a 
monitor, white stsge hands start eidertdirtg the gantry podium re 
ror Coofi Da Books sftarwarcb. 

2.15pm Tha director ratums to tha gal(ary< Ian lakes up position fWKt 
to Matthew and 0i9v I'^^o up a shot ot the last CRASH cover. I car^isa 
Mat rakmB 3urr«plitrous<leep breath». Robin looks over hisshoiikter 
agairttA tha bright studio lights saarching with his eyes for me. He 
sm ikis and doa^'t look vary narvous. 

2 JOpm Robin st»n& playing Kniffht Lof9. Tha ftoor manager courtii 
<fown and waves h is hand — Ih^/te away at last — no they're not. 
There's a hotd. 

ZXSptn More sat up drscussiona and sonvtyo^ rehearsals with 
Robm Th« director warits lait loask Robspacific c^uftstions about th« 
pafTte Some ?B$t minute li'ghtirig adjuatmants. Robm looks reiaxad 
Dili his voice is tjghi. Mat i^chartiing anlmatadlv with lar>. 

2^pm "We' re ready I ' Oou ntitown sta MS again Robir» sta ns playing. 
t watch on the monitor, a close up of tho^ game acrean. then a cut id 
Ian and Matthew. Ian introduces Matlt^«w who hesitates and then 
warmp up. Rqbin plays and talks and then it's ell overat ?.34 wdth a 
link from Ian to Cook Da Books. 

.4$pni The three of us stand and watch Cook Da Books surrounded 
by the audienca as they m i me to {jiaytiack th*ir let*«t ro lease Gai^d&i 
Age . Carn a Gray who is sta ndi ng beside us says ah e i hough i Robirt 
was dever to play all the while and talk without getting killed off on 
thego'- ' : n shrugs and telishar ha had an infinite lives poke in. 
Htar tl 1 1^ t; shattered — btit r raflaet she shou Id know better, 

after ali, tht&iii TV where eveiyth^nQ isactwatofonasortor ar^jther. 

3.1$pfn The recording finishes and Marcus comes over to Mk how 
the boys Je^l They both feci oraai now rt'aover and Matthew says he 
would like to appear again. He's got Stardust in his eyas— or is it 
make up? We're given a cup of tea and depart Later on. stopping at 
(he same moitorwvy BOrvica area we stopped at on the wav down lo 
Plymouth Robin says very sagaty, "When we Stopped h«ra yestertlBV 
we were juiii nobodies, now we're just bigger nobodies ' 
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This unique reset switch box allows you to reset your 
machine without unplugging the power lead Saves wear 
on the plug and socket and eliminates the broken cable 
problem often associated with constant usage. The box 
comes with a power light to tet you know the power is on. 
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THE GAME OF DEADLY OfltVING 
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48K&PECTnUM ^ 



£7.95 



"Vait know you've 
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48K SPECTHUM 
E7.95 
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Giimes Workshop garner avail^hte from nit good ^^hopv or direcl from 

<y^MES WORKSHOP I^AIL ORDEH, 37/29 SUNBEAM ROAD, LONDON NW10 

iih^ith thj,ji coupoiii PfeJSff flusJt Me With bcxeil 

Bftttlecan i^SSpedniml .......„..,.„„,..... £7.9S 

Chao% '^3K Stwcmtmi „„„...„...,„.. £7 95 

Talisman i48K Spcctruml ,„ ,„ ,.... C7.95 

D'Day \48K Speatum) ,„..„ „..,„-. C7-95 

DDaylCi^} ,„„„,„„„„„„„,„„,„„, fS 95 

DDayiQLf £'24.95 

Towew oi Dmipair f48K Specif titnl „...,.... C7.95 
Jowet oi Despair iC64i €8,95 

K«v of Hope i-Ji^K St>ectrumf £7.95 

ChiK)ues/'POft made piyable (o Gam«4 Wark&hop Ltd 
Post & P^ching free *n UK Ovc?rse<is add 1 5"o to total cost 
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LAZY 
JONES 

Producer: Terminal 
Memory required: ASK 
Retail price: £6.95 
LanguaQe: machine code 
Author : Simon Cobb 

L32Y JOftes is a character 
who work^ in an hotel but 
who shirks his duties in 
favour of entering the eight- 
een different roorns to ptav 
the video games contained 
therein. Of the eighteen 





Orm ofthm vitfo 0«m«f in iMtf J0N£S. 



The hotmt eatttd^rs Mifh it\mptomi%m afm ffmrnmlfhindmiHtdovn. mnd 



rooms, most contain gan'v^ 
but some are broom cup- 
boards and the like where 
Jones can hide from the 
work troJiev or the ghosts of 
former managers who ban- 
ish him From life On Contact, 
The rooms are arranoed a$ 
six on each of three floors, 
three either side of the cent- 
ral lift, La2v can jump over 
obstacles and by pressing 
Tytb when in front of the lift 
doors enter them to change 
floors, selecting up or down 
at will. Pressing fire in front 
of a room door takes him ir\io 
the room. The scene cuts to 
the room interior with a large 
TV set bearing the legend 
GET READY. An animated 
Lar/ is s&en to walk across to 
the set and stand by the 
readv joystick, A game then 
appears on the TV set which 
is corttrolled by the main 
game controls. The video 
games are all variations on 
the theme of popular arc- 
ades, a Space Invaders, a 
'Chuckie Egg' variant a Def- 
ender type, a Frogger type, a 
Breakout type and many 
others. Lazy is only allowed 
to go into a room once until 
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all have been visited. Subs- 
equent visits will reveal that 
the game has progressed a 
levefof dj^fficulty. Each game 
has a falling time limit and a 
score line. 



CRlTiClSM 



• 'It's about time Termmal 
brought out a decent game, 
all their previous Spectrum 
games have been a load of 
rubbish. To say the least, this 
one is different. I wasn't 
Quite sure what I was meant 
to do at first until I opened a 
door and in I stepped. The 
door slammed behind me 
and a TV appeared. I walked 
over to my joystick and I 
started playing the first of 
many games, not original 
games, Oh no, that's too 
easy, but arcade mini- 
copies. I suppose you could 
call this Terminal Software 
strikes back Part One. H 
seems as though Terminal 
has looked at most of the fun 
games on the market and 
seem to have put them afl 
into one program, although 



somewhat simplified. Wow. 
you might say, if I buy this 
tape I won't have to buy any 
other tapes, but that isn't 
really the case. Although 
Ldzy Janes does contain 
many games, it does lack a 
bit in content since the fun is 
really contained in the 
games within the game 
rather than in the main game 
itself. The graphics in this 
game are all very nicely 
made up, smooth and well 
animated, and on the whole, 
fairly big, I especially tike the 
way 'you' have a long nose, 
somewhat like Piman, and 
you walk in a lovely manner. 
The games that you find in 
the rooms are quite accurate 
copies of the games they 
imitate, they are snappy, to 
the point and quite playable 
in themselves, atthough one 
or two are boring and take a 
long time to get through. 
Graphically, then, the game 
is quite pleasing to play 
although I don't think it wiJi 
be terfibly addictive in the 
long run.' 

• 'Games cx^mfiencffums 
ttind to suffer from having: to 
cram too much into too ftttfe 
space to do iustice to each 
game. To come across the 
^Bce Invaders in The Video 
Ganges room of Pyjamarama 
was a thriii and amusing, fn 
Lazy Jones the whole game 
is a series of Video Games 
rooms, but uniike Pyjama- 
ramai, Lazy Jones has no raat 
game content around the 
rooms beyond avoiding the 
v3r/ous obstactes — you 
tend to get kified through 
bad luck rather than a iack of 
skin. However, the individual 
arcade copies are reaify quite 
good (with a few boring ex- 
ceptiorrs}, and the detail m 
them remarkabty good. The 



result is a game which is a fot 
of fun to play until you have 
played aft the arcadelats. 
after which it gets tfiinner 
and thinner^ thus lacking 
long lasting appeal. ' 

9 'LBzy Jones is a sort of 
compilation of all the old sort 
of Spectrum games all put 
together to make one game, 
8ut to be honest the game 
content is a bit lacking. I don't 
think this game is goin^ to be 
3 great hit because it has 
very limited appeal, you only 
want to find out what's in 
each room and that's it. 
Overall quite a good oame 
which might appeal to 
people like Space Invaders, 
Froggers etc etc* 



coMMEisrrs 



Controf keys: Q/A up/down, 
O/Pieft/right, Mtofire 
Joystick: l<empston 
Keyboard play; responsive 
Use oi colour: good and 
varied 

Graphics: good, smooth and 
welJ ilr^imated 
Sound: not slot 
Skill levels: progressive diff- 
iculty 

Lhres: selectable between 1 
and 9 

Screens: 19 

General rating: a novel way 
of presenting a games comp- 
endium, but an average 
game in itself which would 
probably prove to be of good 
value to younger players. 



Use of computer 
Graphics 
PJ ay ability 
Getting started 

Addictive qualities 
Value for monfly 
Overall 



55% 
79% 
76% 
72% 
51% 
45% 
63% 
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HELLFIRB 

Producer: Melbourne 

House 

memofY required: 48K 

Retail price: ££.9S 

Language: machine code 

Author: 

Greek rnythology seems lo 
have becorne a computer 
game vogue just recently, 
what with Ocean's Gift from 
the Gods and now this new 
game from Melbourne 
House in which the player re- 
enacts the trials of Ulysses. 
This three-stage game has 
the player guiding the 
a*>cient Greek hero up the 
slopes of Mount Olympus, 
whilst avoiding falling boul- 
ders and the stony stare of 
the Gorgon. Then he has to 
outwit trie miootaurs in the 
Temple of Kno^os and final- 
ly avoid being trapped in a 
ma^ewitha RepiilhanAssaa^ 
sin and a Fireball Thrower 
The ancient Greeks were a 
fun-loving lot and would 
probably have approved of 
the violence in computer 
games. 

tn Hetiiiw you effectively 
have three very differer>t 
one-screen games. They 
have different flraphics and 
require a different sort of 
thinkir>g and arcade skill. On 
the first screen the hills are 
described rather as a child 
might draw them and Uiyss- 
es can run and jump to get 
from hill lop lor ledge) to hill 
lop. He can only stand on the 
darher bits. Meanwhile boul- 
ders bound down the hiKs 
threatening to knock him off. 
Occasionally a Gorgon, pos- 
sessed of the power to turn 
men to stone with a single 
stare, will appear and Ulys- 
ses must ratse his shi^d to 
reflect her gaze. 
Getting safely to the top 






^^innt 



sends you into the second 
screen, a temple made ot 
three tall columns and three 
levels plus the floor The ejcit 
is at the top but the way is 
blocked by dashing mino- 
taurs. Running behind a pil- 
lar transports you to another 
floor and another pillar. The 
trick is to discover the correct 
route without getting spear- 
ed by a nasty. Fortunately 
there is an ancient Greek 
trampoiEine which enables 
you to jump to any leveL 

The third screen is a scroll- 
ing 3D maze from which you 
must find the ex it. You can 
use a mace to kill your oppo- 
nents and more maces can 
be four>d in chests scattered 
through the maze. The 
maces can also be used to 
smash open exits. 

Incidentally, the cover of 
this game has been designed 
by Siteinar Lund, on wmom 
we carry an article in this 
issue. 



CRITICISM 



• 'HefffffB is a highly orig- 
inal platform /maze game It 
has very good graphics (Mel- 
tKJurne Draw) and all the 
characters are well drawn 
and animated. Unfortunately 
there is no sound which 
makes the geinr« slightly less 
playable, the first two 
screens are reaTly just to 
warm you up for the last one 
in glorious 3D, as they are 

auite simple. But once you 
o get to the final screen you 
find it irtipossible to compl- 
ete as the chests, which are 
supposed to contain extra 
maces, don't (or ff they do, I 
don't know how to get 
them)! When your last mace 
is used up you get transport- 
ed back to the first screen 
again.' 

• 'Meiboume House 
aiways seBm to go for games 
which are sfighify different to 
what everybody e/s& ts 
doing, and Hellfire is no ex- 
ception. H has the usuaf great 
graphics you woufd expect 
from them, and the game's 
not too b&d either. The 
colour /$ & bit sparse but is 
used to compiemenf the 3D 
effect on the third screen 
quire well, Meltfire rs quite 
addictive, but it can be off- 
putting if you totaHy fluff up 
the first screen. Overatt quire 
a good game, which is hard 
at first, but after you've got 
into the game, f don't thmk it 
w/ft take too fang to compi- 
eteit' 




Scro^n on« with mxtrtdinig Gat^on*t thm tup, mbnuitimrhmii way dp* 
•ntf mat* tion* ry lif|f«**( laakiny puttt*<t at th* bo ttom , 



• First off, I think it should 
be said that the three little 
screen shots on the inlay are 
misleading, because they 
show all the screens in glow- 
ing colour, which simply 
doesn't exist in the game- 
There is colour but it is much 
flatter and more simple than 
Melbourne House are pre- 
tending on the inlay. The first 
screen, for instance is onty in 



black and white with a uny 
strip of blue and grey at the 
top, while the second is blade 
and white with a pale blue 
background. Despite this, ihe 
graphics are extremely 
good, especially the animat- 
ed characters. The first 
screen is hard umil master- 
ed, which takesa bit of doing, 
the second is a visual puzzle 
which afso takes time, but 
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then is simple once done. 
Whereas the third screen 
seems simply baffling to me. 
ObviousJy that's going to 
take 3 little longer. But to be 
honest there isn't a heUfjfe of 
a lot here to do. The mate 
screen is obviously ihe main 
pan of the game, but if it is 
any bigger tnan yoy can see 
when you first enter it. I think 
it would have been more 
clever of Melbourne House 
to suggest it, because with- 
out knowing that t would 
have to say that this game 
has great graphics but is a 
poor game.' 



COMMEmS 



Ckmtrol k«¥s Q/SA up/ 
down, l,O.K,L/PJNTER left/ 
rlghtf Z-V raise ^teld, 
B-SPACEjump 



Joystick: Kempston, 

Sinclair 2 

Kevboard plwy: responsive. 

although a bit of a handful in 

tight spots on screen 1 

U$e of colour: very simple 

Graphics: excellently df awn 

and animated 

Sound: none 

Skill levels r pnogressive 

Lives: 5 

Screiens:3 

General rating: two 

reviewers 1 iked it. one 

thought it was lacking in 

game content. 



Use of computer 71% 

Graphics 85% 

PJayabilrty 73% 

Gettm^ started 69% 

Addictive qualities 66% 

Vaf u e f o r m<x>e V 68 % 

Overall 72% 



MUTANT 
MONTY 



Producer: Artie 
Memorv required : 48K 
Retail price: ££.d5 
Language: machine code 
Author: Karl Jeffery 

A little late this review, 
because the game arrived at 
an awkv^ard moment in the 
(ast schedule. Like most 
people Monty has two main 
ambitions in iife, to get rich 
quick and to become a hero. 
So says the inlay; there ore 
40 screens to wander 
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through, coltscting large 
gotd nuggets on the way. 
That makes him rich. To turn 
him into a hero There is a dis- 
tressed damsel to rescue. 

The screens are broken up 
into various boxed areas 
with the gold nuggets placed 
m the most difficult positions 
to get at. Nasties parade up 
and dowrt, left and right, 
makiing timirtg an essential 
ingredient. Only once all the 
nuggets have been collected 
can Monty exit a screen. 
There is a time limit set by 
the small clock face at the 
bottom right which ticks 
away your bonus score. 



CRITtCISM 



# At last Artie have brought 
out a game. It seems years 
since the last one, and it's 



Quite good too. I think 
Mutant Mont/ is a lot like 
JSW in feel, although ttie 
game itself i^ nothing like it. 
The graphics are smooth and 
neat, and the sound didn't 
drive me barmy. Controlling 
Monty is weird to say the 
leasts left and right you get 
a slow and a fast movement 
depending on how you press 
the keys: up and down you 
only get a stow speed, which 
is a bit confusing at first. I 
found Mutant monty very 
playable and addictive, but 
aimost impossible to play 
with a joystick.' 

% 'This gsme seems to be 
on the theme of Manic Miner 
to 3 targe extetrt, although 
some of the animation is 
quite a bf'l better than in MM 



fcult lop/ay, v^ich ts a great 
shame, ' 

• 'Mufa«7/ Afonfy as a game 
doesn't actuaFfy fit into any 
particular category. While 
the idea is simirar to a plat- 
form game, there are no plat- 
forms. The graphics are 
^od and colour is used well. 
Thera is a contmuous tune 
whtch is quite good, but if it 
gets annoying you can tum it 
off. It is quite playable but it 
did strike me as being too 
hard and you are prevented 
from getting far into the 
game straight away The 
demo lets you see some 
screens however. Overall, 
not a bad game and one 
which should prove a cha^l- 
enge to the better games 
player.* 




The game itseffis vary, very 
difficult to p/ay; perhaps too 
difticutt in my opinion, as it 
seems to take aff the fun out 
of the game. Everything that 
has been put into the prog- 
rem is n&iit and tidy Animat- 
ion is quite wonderful Som& 
considerable effort has been 
put into the design of the 
graphics which are coiourfut 
and very detailed. Just cof- 
tecting gold seems easy at 
first, but it soon becomes 
apparent that timing and 
nimble fingers are reguired. 
To be able to get to some obj- 
ects you need to i>0 withm 
one pixel of the correct posit- 
ion otherwise you're dead 
One thing that is unique to 
this game is that n has 
variaBSe momentum, the 
longer you keep a key press- 
ed, the faster your man will 
travel: so the Quicker you re- 
lease the key, the slower you 
will travel. A very nice feat- 
ure. Mutant Monty is quite 
playable but its addictive 
qualities are severely effect- 
ed by the fact that it's so diff- 



COMMENTS 



Control keys: CAPS, X/Z,C 

left/right, P/£NTER up/ 

down 

Joysticic: Sinclair 2, AGF, 

Protek 

Kflyfaoard play: responsive, 

well positioned, and 

featuiring variable speed 

control 

Use of colour; excellent 

Graphics: very good 

Sou rvd:continuoustunewTth 

on /off facility and fipot 

effects 

Shin levels: 1 

Uves: 5 

So-eens: 40 

Geiiie<rii rating: a very good 

game, perhaps a bit too 

tough. 



Use of computer 
Graphics 
PlayabiJitv 
Getting started 
Addictive qualities 
Value for money 
Overail 



78% 
84% 
76% 
82% 
65% 
76% 
77% 
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As TetJwiician Tedyou ctocJt m fof 
work M tf>e strangest tsctcxy - 
even gnyng ir> can ix d probtemi 
You haw * mjmtwf ofimportaniE taste 
to peffonn, txrt myst <%s Ihffe jUM 
don't seem to be encxigh hoLirs in tfte day 
lo^ an your woric cdnnpieted 
See if yoo can gei thf ougn 50 scf ems of 
varying compl&dcy, but w<itch out for the 
mo5t unhdipftjl wortcmates you ever came 
acrosi Thefe's the Fire Exttngiisher tfiai 
seems to have gone beserfc) Some- ve»y 



^^— ' J unfrwTKfly faces, and evwi the boafdroom 
1^BB| chairs aren't always what th^ seeml 

^^ What's mofc. Techniaan Ted tncorpordies 
a ifvque arimated loading screen and 
perfected ccyftyoo detection. 
Colourlul and detaiied graphics coupled 
w^ smooth dctior) and continuous sound 
are Ukely to make Tecfvuidan Ted l98S's 
tOipgane 

Ckxk in with Ted nowl 
For tfw SpKtrwn 48K. €5,95 
For th« Amftrad CPC 464. E7.9S 
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AVALOW-TTMtBii 

Cvi jiOM^ ^«v «Ur^ ^<9KfiDnJWiRK pail 
fheOMc Heuw irw«i evsugh itt»Ktr*i<t 
MiAioA, ■ndflmMiA u rh« iwttfd Of 
Cfuch rarafit'r 

Can jAu nUMFf II Mxmfr ? 



Seiecced tterro actable from Centrestrft Dea*ers 
and a« leadtng cornputer scHtware rvtitfers. 
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GYRON 

Producer: Rrebfrd 

Memory required: 4SK 
Retail price: €9,95 
Language: machina code 
Autnor: Philip Mochan, 
Rieardo Pinto, Dominic 
Priof, Mark Wighton 

Gyron is d^ribed by 
Firebird as. 'the most chsl- 
Jenging computer game ever 
written', ana it has taken its 
four vour>^ programmers a 
year to wrrte. It comes under 
Firebird's 'Gold Range', and 
its fairly high price reflects 
both the work tlisi has gone 
into its creation and its com- 
pleKiCy as gaFTbe and prog- 
ram. Typically, i I is also quite 
hard to describe e a sHyl 

In brief Gyron can be des- 
cribed as a Tour dimensional 
maze game, The large maie 
is seen by the player three 
dim^ensionally, using excel- 
lent wire frame line graphics. 
In addition to the maje wells 
there are offensive towers 
which fire at your hedron 
and vast spherical balls 
which roll atxHif the maze 
and give it its fourth dimen- 
sion, for ttMss balls are effec- 
tively miOvfng walls of the 
maze. That's putting rt very 
simplyf 

The object of Gyron is to 
nenetrgte the def ericas of an 
enemy computer oompIeK 
and thus to reach and destr- 
oy it. The computer archi- 
tects that constructed the 
system were faced with the 
tank of dttfttgntng a defence 
•yvlam which though prov- 
iding formidable re? i science 
to a saboteur, would still 
allow access for purposes of 
reprog ramming and repair, 
to authorisedf personnel. 
Faced with the probtem of 
eliminating the computer, 
scientists developed a proj- 
ect, whereby a 'Hedroid' 
(you} is dropped into the 
gate that opens periodically 
in the energy field above the 
maze, Thenedroid is a rem- 
ote oontrot robot (a revolving 
icoaahedron for the technic- 
ally-minded) which sends 
infonmation back to its contr- 
oller (the player of course). It 
is armed with a iaaer. 
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Once inside the maze the 
hedroid Is faced with two 
interlocking defence syst- 
ems, towers and balls. The 
balls are immune to the hed- 
roid laser and kill on contect. 
The maze is divided into 
zones (indicated by the col- 
our of the hedroid symbol on 
screer^h and each zone has a 
cycle time which effectively 
controls the movement of 
the balls. Solutions to indiv- 
idual configuration prob- 
lems are only available at 
(Sftain times during cycles, 
and to the overall system 
(game} only four solutions 
are believed to exist: those 
used by the designers them* 
selves. The towers are des- 
igned to restrict movement 
within the meze. They 'point' 
and fire in one of the four 
compass directions. How- 
ever they can be affected by 
the hedroid laser. If e tower is 
hit in the back it may retract, 
although some reappear 
instantly, and others may be 
linked so that as one tower 
retracts another appears 
elsewhere. Fire from the 
towers kills, ar^ only may be 
avoided by passing under it 
hard by a waii, or by using a 
ball as cover. 

The screen display con- 
sists of a large sguare view of 
the maze seen from grouir\d 
level in full 3D, Bells and tow- 
ers are seen as a solid blue. A 
preen s<^uare at the base irtd- 
icates sideways movement, 




and two green squares on 
either side indicate your pos 
it ion relative to the side pas- 
saoes which are shown by 
red bars. Once the side green 
squares are within a red bar 
it IS possible to turn by miov- 
ing m the directk^n until you 
meet the side 'wait', where- 
upon the pictu»e cuts to face 
along the new passage. To 
the right of the viewscreen 
are four panels. At the top is 
a radar scan of the immed- 
iate ares which shows tow- 
ers and their firing direction, 
and the moving balls. 'You' 
are always at the centre. This 
radar scrolls continuously as 
you move in the maze. Selow 



it is a waveform damage ind> 
icator (bumping into waifs 
causes damage! Below that 
is a time linked to the central 
computer. Finally there is a 
pane) with a revolving hed- 
roid which is cok>ur coded to 
indicate the maze zone occu- 
pied by the hedroid. 

Gyron is a hard arcade 
maze game, but it is as a 
thinking game that it really 
scores. To complete it there 
are only four possible solu- 
tions, and Firebird are so 
convinced that very few will 
ever do so, that they are of- 
fering a Porsche 924 motor 
car to the first person to 
solve it before October 21st 




L 





G-Y-R-O-N 



1385, An eliminating oomp- 
^tion will be held should 
more than one corrMt sol- 
ution appear. 

Other interesting statistics 
include: a game cvcle that 
only repeats after 100,000 
years, hidden view 3D 
graphics^ three colours per 
character square, and two 

Sames on on& tape — the 
Xrium is an easier practice 
version of the main game. 
The program si^e means that 
there is only limited sound 
available, but fortunatety 
Gyron is accompanied by ttie 
kind of detailed playing ins- 
tructions that some other 
software hous^ would do 
weri to look at. 



cnmctsM 



# 'Now let's get one thing 
straight — you are not going 
to defeat this game within 
five minutes ofToading it. In 
fact I wouldn't be surprised if 
no one defeated Gyron for a 
long, long tinr»e, otherwise 
why would Firebird be offer- 
ing 3 Porsche as a priie? The 
graphics a^e breathtaking, 
especially the 30 of the maze 
and towers, i particularly like 
the revolving icosahedroo- 
The sound isn't up to much, 
but the brilliance of thegame 



makes up for that. The only 
thing that's a bit off-putting 
about the game, apart from 
the loads of instryctions. is 
that it's so hard to play, but 
once you grasp the idea of 
what to do and how to con- 
trol yourself, it's just a matter 
of practice. You will need a 
lot of time and patience to 
get anywhere with if 

• 'Could any game be 
worth the price of a Porsche? 
My goodness, what an in- 
centrve to complete this 
gamef You may think 'no 
pfobhm\ because you've 
compfeted so many maze 
games before. But thi$ one is 
Gffferent, this one is unreal, 
this one is a nightmare I four 
ByeSr a togic-tbinking nature 
and a desperate energy for 
speed and excit^fnent are 
just a few of the factors need- 
ed to pfsy this game. Never 
has there been a 3D planned 
maze like this before of such 
complexity; and it's not fust 
a question of finding your 
way around the maze either 
as you have to avoid the roll- 
ing balls and deadly towers 
that tap without warning. 
Your objective is to reach 
and destroy the central com- 
puter which controls all ball 
and tower movement — and 



it has to be dorm against the 
dock as welt Gyron is really 
very difficult to piay but very 
enjoyable but once you 
grasp the principle ideas, 
Graphics are truly wonder- 
ful, the 3D perspective 
seems to me to be reality, 
and the balls that move 
through* the maj^ work with 
uncanny realism. A bhlliant 
piece of programming that 
has bean very highly polish- 
ed and perfected. This is 
probably the type of game 
you will find in the arcade — 
yes, ft is of that standard. 
Hypefbrifl/' 

• 'A stunning atmosphere 
is produced from the loading 
screen or^wards — ' as toM- 
ing completes, the drawn 
head comes to life, winks 
and spits outthehedroid that 
is 'you', then fades away to 
leave 'you' quietly revolving, 
waiting the commencement 
of the game. A marveHous 
opening to this graphically 
amazing game. The detailed 
graphics continue through- 
out, from the solid-feeling 3D 
maze (surely the most con- 
vincing 3D maze yet produc- 
ed) to the animation of the 
rolling balls. The screen (ay- 
out is exceptionally clean- 
looking and the side panels 
are all beauttfully animated. 
The game itself is very 
tough, even dispiriting at 
first as you die within sec- 




onds (shot through the back 
usuailyL but then you reali&e 
the importance of the radar 
and the towef positions 
shown on it. Timing is impor- 
tant, as the balls only allow 
you to move from sector to 
sector at specified times — 
too late and it really is too 
latel But as an easy practice 
round, there is the Atrium 
version on side two whi^ is 
much easier. Gyron is a rem- 
arkable game, as much puz* 
zle as arcade and definitely 
with a dash of strategy. It 
should keep a player occup- 
ied for hours, days, months 
probably (maytje years for 
mef) — and i always wanted 
3 Porsche too. Never mind/ 



COMMEI^fTS 



Contml keys: cursor keys 
and zero to fire, but a user 
definable option is provided 
inapre-loader 
Joystkk: all major options, 
accessed through pre- 
loader, you can't get back to 
the menu to change your 
mind though, due to the 
program size 
keyboard ptay: highly 
responsive, takes getting 
used to "momentum' effect 
Use of colour: simple use of 
colour in vrewscreen, but 
effective, overall very good 
Graphicstexceilent 3b wrth 
perfect perspective feel arfd 
very smooth cor\ttnuDus 
animation in all details 
Sound: none 
Skill levels: two games — 
hard and Porsche- worthy! 
Lives: 1 

Screens: continuous 
scrofUnp 

Gen era (rating: an 
astonishing program which 
requires quick arcade 
responses, a great deal of 
thought, and should provide 
hours and hour s of satisfying 
frustration I 



Use of connpiiter 92% 

Graphics 96% 

PlavsbilftY 90% 

Getting started 92% 

Addictive quafrti«s 34% 

Value for morvey 92% 

Overall 93% 
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Until now, Ihts fantastic 

range ol American games 

has been available only to 

the lortunate owners of Atari 

and Commodore computers. 

Now, thanks to U.S. Gold. 

yoy and your ^>ec1rum/ 

Spectrum + can team up 

with some of the best games 

available today, Irom such 

(amous-name American 

soliware houses as SEGA, 
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lEACH'HEAO 



£7.95 



RAID OVER MOSCOW £7^ 



ZAXXON 



(SMflmt3WAY 




rtAPPER 



Una Mlti^^fe in Nmpf\cav\ SnfhAo 
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tR TIME TO OWN A SPECTRUM... 
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BLUE MAX 




UP^N'DOWN 



£7.95 



£7^5 
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FORT APOCALYPSE 


£7.95 



BALLY MIDWAY, MICRO- 
PROSE artd ACCESS. 
Amongst our winning lineup 
youll rind games of proven 
popularity, not onJy in the 
home, but in arcades across 
America! 

So play the game and 
discover for yourseU why 
there's never l>een a better 
time to own a Spectrum! 




F45 STRIKE EAGLE E9.95 




BRUCE LEE 



£7.95 



ked by alt leading computer stores indudinq 



\^II>MI11I WILDINGS ttKXHJmmTM 



tnfofmafton on how to become a U.S, Goid stockist write to CentreSott. Unil 10. The Parkway Industrial Centre, 
aet. Birmingham B7 4LY, Telephone: 02 1 359 3020, Telex: 337268 Overseas enqukiea vratcomt. 




MOON 
CRESTA 



Producer: Incentive 

Software 

Memory required: 48IC 

Retail price: £$.3S 

Language: machine code 

Author: TtmWatterSt 

Philip Tagllorte 

Here's a new game on an old 
theme that should get the 
blood racjr^ again! Away 
with the rwmbv'pamby 
arcade/ adventures I For zap- 
happy arcade freaks Incent- 
ive's new Moon Crests will 
revive the gocx) old rainy 
days spent hurling ten penny 
pieces i rtto the maw of a ded- 
icated afcade nr\achine. This 
is a loving (and office a ji) re- 
creatior> of the Nichibutsu 
arcade ofiginal, right down 
to the attract mode with a 
colourful title page and a 
message reading. 'Moon 
Cresta — A trip to the Space 
War — Try it Now I — You 
can get a lot of Fun and 
Thrills!' The major change 
between rhis, the first ever 
home computer vers ion, and 
the original is the panel 
allowing you to seiect betw* 
een ihe redefmabie kay- 
board controls and joystick 
options. 

Moon Cresta Is a claiKic 
shoot em up set against a 
downward scrolling star^ 
scape. Your three lives arrive 
St once as a three-stage rock- 
et which flies to the top and 
separates, leaving the nose 
stage to descend afterwards 
to the ba^e of the screen 
ready to do battle. If you lose 
that life then the two remain- 
ing stages repeat the proc- 
esSr leaving you with the 
middle stage to fight on. The 
first stage has a single-firing 
lager, the second and ttiird 
stages each have dttal-firina 
lasers. Your craft moves left 
and right along the base of 
the screen while the nine dif- 
ferent attack waves try to 
destroy you. There are four 
waves consf sting of blue 
then yeHow aliei^s (which 

20 CRASH March 1985 



M-O-O-N C-R-E-S-T-A 



(Trip to the Space War) 



split into a smaller aiien 
when shot} and a red then 
magenta wave of fighters 
before ygu are fa^ed with a 
docking of the first ^ag« 
with the second for bonus 
points. The bonus is based 
on the time taken to dodk as 
the top craft slowly desc- 
ends, wavering about and 
guided iyf the ieft/right con- 
trol and fi^re to thrust. 

This bonus sequence Is 
then followed by five waves 
of dsFKJng aliens which incl- 
ude diagonally opposed ast- 
eroids and white blobs that 
turn wrap arour^d missiles if 
not destroyed in time. Dep- 
ending on how well you are 
doing you can earn the right 
to ftght with either two or 
three stages together as the 
speed of the aliens hots up. 
Trie full display area is used 
with score lines superimp- 
osed at the top. 



CRiTICISM 



• 'This is a very, very close 
copy of the original, right 
down to the scrolling stars 




and the between -waves 
tune, and I'm pleased to say 
that it has also caught the ex* 
citing atmosphere of the 
original too. Really one of the 
best shoot e m u ps f o r a rr age. 
The level of oifficulty and 
skill required is well pitched 
to make it one of those 
games yoii are just bound to 
come back 10 again and find 
hard to leave vCiien you are 



>i^xir2ndsta9eMocrC7e^t3 irtre^Heoeo Dy the Re<3 i-kydes 



playing it. Docking is not at 
all easy —' 1 was fooled by 
first watching someone who 
Ked teamed the knacl< and 
coufd do it almost every 
time. Fast refleites and a 
strong right hand are needed 
to get those hi-ecores on 
Moon Cresta. It's a pity that 
being an officially licenced 
version it's a pound or so 
more than it might have 
been, but nevertheless it's 
still well worth the hours of 
aching hands at the price/ 







Plunged hto the dtpths of ipace on dage one semen one 



# It's been a tang, fong, 
long while since someone 
has had the guts to try and 
copy a true atvade game 
onto the SpecVvm. Moon 
Cresta rs one of the test, or 
shouid f saY ihe best arcade 
copy i have yet seen Person- 
a fly I iove these type of 
games for two main reasons 
first being thai they are not 
complicated to play, where 
you have to (earn rule after 
rule; and second, especiaify 
on the higher levefs. it's a 
great asset to have to have 
an uncanny amount of skill 
(or as Roger f(ean puts it _ 
'luck'K Getting down to the 
nitty gritty of the game and 
why I think it is brill, is that 
the graphics are very clear, 
precise and accurate to the 
original. They are fast and 
very smooth and an incred- 
ible amount of colour has 
gone into this game. Stars 
constantly scrof/in the back- 
ground, twinkling as they 
change colour This game 
really puts you in the spot of 
the great Space War Sound 
is a/so a prime achievement, 
faithfully reproduced from 
the original in aft aspects, 
very punchy. This is one type 
of game that f never tire of, 
except for my rapid tire fing- 
er which wears out long 
before the enthusiasm. As 
you must be abfe to tell, t 
found Moon Cmsta a irem- 
endously addictive game/ 

• 'The attack waves in 
Moon Cresta might superfic- 
ially b€ thought of as being 
similar to an oW 'Galaxtan' 
type pf game, but they are 
much more sophisticated in 
iheir movements in fact, and 
well aided by the amazing 
graphics which are super- 



fast and completelv flicker- 
free. The speed of the aliens, 
in fact, is astonishing on the 
higher levels, and turns your 
humble Spectrum into 
something that looks like a 
dedicated games machine. 
Piaying l^oon Cresta is veni*' 
simple fun. the sort of sooth- 
ing mindtessness thai con- 
centrates thought wvonder- 
fullyl And concent ration is 
needed! At a time when the 
emphasis tends to be on 
complicated arcade /ad vent- 
ures or third generation plat- 
form gamesj think it's brave 
of Incentive to release an old 
fashioned shooi em up like 
this, and I'm thankful that 
ihey have. Great fua!' 



COtVIMENTS 



Control keys: user definable, 

three needed 

Joystkk: hardly need ect, but 

almost any viaUOK 

Keyboard play: very 

responsjve 

Use of coiour: excellent 

Graphics: eKtremely fast, 

smooth and detailed 

Sound: smashing 

Skill levob: progressrve 

difficulty 

Lives; 3 

Screen^s: nine attack waves 

plus docking sequence 

General rating: excel lent, 

playable, addictive and good 

va I u e f o r sh 001 em up freaks. 

Use of computer 89% 

Graphics 91% 

PlayabllFty 92% 

Getting started 89% 

Addictive qualities 90% 

Value for money 89% 

Overall 90% 



z^m^ 



THE BIZ 



Producer: Virgin Games 
iVIemory required: 4SK 
Retail price: £e.9S 
Language: BASK^ 
Author: Chris Sievey 

Chris Sievey, author of The 
Bil is probabty best known 
for his 'hit' single I'm in love 
with the girt on the Virgin 
Manchester meg&store 

Checkout desk ^ or perhaps 
he's not. depending on your 
knowledge of pop music. If 
you haven't heard the song, 
maybe this is your chance, as 
ft is incfudeti on the tape 
along with seven other real 
life nit singles' by Chris 
Sievey and the Freshies. 

The Six is a strategy simul- 
ation which allows the player 
to make his way in Ihe world 
as a pop superstar, and it is 
so true to life, claim Virgin 
(who should know), that rec- 
ord companies are even now 
signing up people wMo have 
succeeded m The 8ig even if 
they have never played or 
sung a note. Taking this with 
a siieabie pinch of satt. The 
Biz however, provides a suf- 
ficiently wide range of menu 
driven options, random horr- 
ors and musical mismanage- 
ment to provide an insight 
into the business and an ent- 
ertaining strategy game. It 
follows a fairly standard 
routine of balance sheet and 
option menus. The main bal- 
ance sheet provides a per- 
centage status on subjects 
such as fiand Tightness, 
Stage Presence, Visual 
Impact, Song Quality, Fan 
Following and Drive/Ambil- 
ion. It also tells you where 
you are operating from, your 
record label (if any), current 
single, musical direction. 




records in stock, weekly and 
total sales, chart position, 
takings Ion gigs} and money 
in (he bank- Tne percentage 
ratings are affected by elem- 
ents (ike the mood of the 
band, rehearsal time and 

general togethemess of the 
and, 

The active menu offers 
Promotion, Musical direction 
(style of music). Recording a 
song. Pressing a record, 
making a video, or options to 
phone your manager (for 
advice), phone a record 
company or a solicitor, or 
start the week off by phonir>g 
your agent, who will then 
offer you various gigs to do. 
If you go to a recording stud- 
io you will be asked your lab- 
el and the song's titie, but in- 
sufficient funds may prohibit 
you pressing it or promoting 
rt. 

It is possible to record a 
single, press and release it 
on your own label, even with 
the record companies^ reject- 
ing you (major labels ana 
noted for their unadventur- 
ousness with new bands), 
and the excitement really 
ttegins when it starts appear- 
ing in the charts (around the 
190-150 position?) and you 
are shown the (ocal radio 
stations that are giving it air- 
play. If you can sury^ive long 
enough betweef\ cheap gigs 
to earn money and pressing 
enough copies of a song to 
get it charted, you may even 
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make it into a good contract 
by dint of hard work. 

The interaction of promot- 
ion, a good song, good stage 
presence dnd plenty of re- 
hearsaf, makes Ihs Biz a 
rarely ci^m plica ted girmglat- 
ion in whfch, mercifullVr ups- 
etting random elements are 
nor as silly as is often the 
case with this sort of game, 
and sometimes ^e random 
elements are rricx as well as 
bad. 



CRtTICISM 



c 



'The cassette contains the 
ro^ram. an interview with 
hns Sievey and 8 singles to 
help you in search of fame, 
fortune and a number 1 
single. Before playing, I sug- 
gest you listen to the inter- 
view on the tape, which will 
teach you a tittle about the 
idea of the game and how to 
achieve the best results. You 
may also collapse laughing 
at interviewer Frank, who 
would make a great promot- 
er for Mikrogen's Wallyt On 
to the gameM decided to be a 
wording class pop group 
from Manchester of ajil 
pieces. You can get a manag- 
er, but think beifore signing 
— if he's a con man then a 
solicitor will help, but he will 
Charge by the second. Keep 
on at record companies, it 
wift pay off in the end. Each 
week you contact your agent 
and see what's on offer. 
Don't expect a lot at first, you 
will probably begin playing 
at the local church hall for 
£16 after e!(p«fkses. But as 
you irn prove, so do the gigs 
and the payment. If you have 
a manager he wiifl be taking a 
cut of this, but if he's worth 
his salt he will be trying to 

fet you radio interviews etc. 
o help youf cause you can 
use several promotional aids 
starting off with leaflets dis- 
tributed locally, but event- 
ually you may be able to 
afford national radio ads, 
During the game there are 
additional problems which 
you will encounter, like 
someone 'nicking' your 
equipment. OveralT I found 
the game very addictive and 
extremely hard to do well in. 
At present I've got a record to 
No 56 in the charts, made a 
couple of singles for Mike 
Peid and done gigs all over 
the UK, yet only gone into 
the red once. Tne Bii does 
not have fab graphics, it's {n 
BASIC in fact, Diit after break- 
ing the tee and getting into rt, 
you soon find you don't want 
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to get out. To all aspiring 
stars, the lure of a chance to 
make a recordtng for the first 
person to get to number 1 
will obviously be tempt'tr^g.' 

• 7 think t can safely say 
that The Biz is the most 
enjoy^b/e suategyfsirnufat- 
ion i ha ve pta y&d so far. ft has 
a charm and fascination that 
goes way beyond any of the 
Others and actuaify manages 
to arouse excitement as 
singles make the charts and 



climb, only to be dumped 
through lack of money to 
press enough recordsf f 
thought that the background 
atmosphere is helped trem- 
endously by its realism — 
the other songs in the charts 
are reaf ones by real, well 
known people, and the sums 
of money involved ail seem 
realistic. Part of the game's 
success lies in the involving 
options open to you as a 
rtsing star, as well as the pit- 
falls. Often, it ff the fimtted 



number of options in these 
games that stifle the interest 
altera while, whereas I think 
The Bi? will continue to fasc* 
inate for some lime to come. ' 



COMMENTS 



Control keys: largely Yes, No 
and ENTER with some 

General input 
oystJck: U/A 
Keyboard play: input routine 
IS very fast and well error~ 
trapped 

Uwof co4our; screen display 
is clearly designed by using 
coloured letters and blocks 
Griiphtcs: text only 
Sound: game only has sonrie 
telephone beeps, cassette 
contains 8 singles 
General rating: an unusually 
absorbing and addictive 
strategy /simulation with a 
sense of humour that 
represents good value. 

Use of conriputer 78% 

Graphics N/A 

Playabittty 86% 

Gettm^ started 85% 

Addictive qualities 80% 

Value for nnoney 63% 

Overall d3% 



BLUE 
MAX 

Producer: US Gold 
Memory required; 48K 
Retail price: £7.95 
Language: machine code 
Author: Synsoft 
Software 

The 'Blue Max' was the high- 
est award given by the 
Germans to brave fliers 
during the First World War, 
In this game you play f^ax 
Chatsworth (an Allied flier) 
whose nickname is 'Blue 
Max*. To earn your title you 
must make an assault on 
three specialty marked 
targets within the city. The 
game starts by taking off 
from the runway, and contin- 
ues as you fly low over the 
tree-lined terrain, past the 
rrver with its bridges, over 
tanks and anti-aircraft guns, 
and dodge the enemy bi- 
planes as they try to shoot 
you down 

The screen display shows 
a bird's eye view of the 
ground which scrolls diaaon- 
ally below your biplane. Con- 




trols attow you to alter attit- 
ude, fly left or right and fire 
with the forward facing 
machine gun or drop bombs 
on targets on the ground. 
The targets include buildings 
and bridges with flashing 
buljseyes, enemy planes, 
cars and ships. Entry to the 
next level of difficulty is ach- 
ieved by bombing enough 
primary targets. 

The biplane requires fuel 

and repairs if it is damagad, 

and this is acoompjished by 

landing successfully on the 

I njnway. Below the playing 



screen is a command bar 
with information on altitude, 
fuel level, speed, bombs I eh 
and score, The bar also 
flashes colojjrs to indicate 
when the plane is at straftng 
height, dangerously low, al 3 
height to fire on an enemy 
plane, or if it has been hit A 
letter code indicates the type 
of damage — ftjel leak, bomb 
gear damaged, decreased 
martoeuvrabtlity or machine 
gun damage. 

Among the control options 
is one for havirvg gravity eff- 
ect on or off. When it is on. 



the biplane sinks if the jov- 
stidc is released. 



CRITICISM 



a 'sort qV WW! version^ of 
ZaxxQn. The graphic are 
convincing antf the game m 
pfayable. \i is not over 
^lourful, largely ^reen, 
black and blue, but with all 
the ground dcitails more col- 
DUr would probably have 
caused attribute problems. 
Bombing requires perfect 
timing to hit tna target, esp- 
eciallv at higher altitudes. 
Bfue Max is certainiy a great 
game.' 

# 'Tfjs scratiina 3D works 
qufte weU, height above the 
ground mdicBted by a shad- 
ow. This goes for the enemy 
aircraft as we/C so ski/ful 
fitdgement of height is an 
important factor in success, f 
pMrtict/larty liked the fandifjg 
bit, which has to be /udged 
wccurately — fand too fate 
and there won't be enough 
runway left for the tekeoff. 
The total pfayirm area is nat 
ati that great (the runway 
CYcles round in about one 
minute} but tfwre is a lot of 
det$if such 3S the trees and 



• 'I was interested to see 
what US Gotcf brought out 
this time for the Spectrum 
and atso see the quality of 
the graphics, because their 
BeBCh-Head conversion was 
really excellent graphically. 
The graphics here are fairly 
smair and not very action 
packed with the exception of 
an enemy aircraft that flies 
past now and again, al- 
though it doesn't go out of Its 
way to destroy you — on 
tevei one anyhow! Blue Max 
does have a sort of 3D effect, 
although not totally convinc- 
ing or effective, One thing 
that I did like about this game 
was the way the bombs 
dropped artd matie craters — 



in fact so effectively do they 
make craters, that even the 
river begins to look like the 
surface of the moon. At least 
to start with (and I haven't 
got any further than level 1) 
the game isn't all that inspir- 
irTp,bvJtl must give it the ben ' 
efli of the doubt and say that 
it will get progressively more 




RefuailinifaftiirMsttccmMMtuftmnding on thm rumway whOm ov»f hmadmn 
tngmy tUfttanm p»MM**. ' 



tenkSr whose shells you can 
see firing and exploding. The 
graphics ere generally very 
good, with reasonably 
smooth scrolling and some 
animated details like the rev- 
olving propellers of the hi- 
pfanes, / found Blue Max an 
entertaining arxi reasonably 
addictive game which requ- 
ired some good reflexes and 
a sense of timing. Fun to pia y 
although U$ Gold's prices 
are sometimes a bit steep, ' 



difficult on further levels. I 
can't say I was totally taken 
up with this game/ 



COMMEm'S 



Control key%: userdefmabtd, 
four direction aruj one fire 
needed, bombs dropped by 
pressing ^f e and down 
Joystick: Kempston, AGF. 
Protek, Sinclair? 
Keyboard play, responsive 




Aimins tormbmrgm an Vt* rf¥*r in BLUE iMX. 





Use of colour: a bit limited 
Graphics: on the small side, 
but quite detailed although a 
little jerky on the scrolJ^ing 
Sound: not much 
Skill levels: progressive with 
achieverrtent 
Lives: 1 



Sheens: continuous 
ftcrollinq 

Ganerarrating^ mixed 
feelings from reviewers 
ranging from great to okay- 
Jsh. 

Use of comrKiter 87% 

Graphics 84% 

PlayabKitv 77% 

Getting started 82% 

Addictive qualities 70% 

Value for mon#y 68% 

Overall 78% 
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SUBTERRANEAN 
STRYKER 



Producer: Insight 
Memory required: 48K 
Retail price: £6,96 
tanguago: machine cods 
Author: MikeFollini 

Putting new games in a con- 
venient nutshell ts always a 
rather dodgy process, altho- 
ugh it does hetp describe 
them In a way So, bearing in 
mind alS rhe pitfalls of so 
doing, Subterranean Stryker 
could be de$cribed $$ a conr- 
binaiion of a 'Defender' and 
a 'Scramble' with graphical 
overtones of a Wheede. 
Insight is a new software 
house. ar>d Subterranean 
StfV^er their first game. 

The overall object (apart 
from slaving alive} is to des- 
certd through eight levels 



Subterranean Stryker is rvot 
really a copy of either game 

The screen is split into 
three horizontal layers. At 
iha top is the playing area- 
Each level contains five 
screens horizontalfy with 
continuous scrolling along 
them. Mext comes a status 
panel with score, bar codes 
for shields and fuel level, 
numbers of humans fescued 
and lives left. Below is a 
radar ^carmar lor the entire 
level which shows the 
positions of hufnans, nasties 
and your ship as well as exits 
to the next level down. Each 
level has its own colour, the 
rocks being drawn with alter- 
nating piKals of colour and 
black I which gives it its 
Wheeiie look|. Your ship is 




Vour SUBT^HRAfiEAH STRVKen tf«icaF*a* m rli* tawmr J^*vwJf 



and destroy the enemy 
underground Power Crvstal. 
The 'Defender' aspect is rep- 
resented by the requirement 
to collect human minors 
from the various levels, in 
fact you have to collect all 
humans from a level before 
the gate to the next level will 
let you pass downwards. The 
'Scramble' element is rep- 
resented by the torturous 
caverns through which you 
travel, avoiding the various 
nasties, some of which shooT 
back at you. There is also a 
City level to compound the 
similaritv. Having said that, 
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fitted with shieWs which can 
withstand bumps into the 
cavern walls and even allow 
you to pass through ihem if 
necessary, although this 
causes a heavy drain Fuel 
may be replenished on some 
of the lower levets All the 
humans and r^asties are fulfy 
animated in a variety of 
ways. 



CRtTtCISM 



w I was quite impressed 
with The graphics of this 
game, to say the least, most 




ntin^rr wmiUn^ ro ft* r*icu«tf, 



of them are rather detailed 
and well animated. But tl^e 
graphics seem to fall back 
when you start moving. Yes, 
they do scroll very quickly 
and in Quite a smooth 
fashion, but for some reason 
they seem to merge into a 
blurr as you whizz past, so 
you constantly have to stop 
to be able to gei your bear- 
ings again. Down into the 
depths of the caverns you go 

— these are also very detail- 
ed and colourful, but— here 
comes Catch 22 of this game 

— the caverns ihemselves 
are so constricting that it is 
impossible to fly at any 
speed through them wiihout 
hitting the rocks and protrus- 
ions^ This seems a littte un- 
fair to say the least, because 
you naturally lose shield 
strength as you progress 
through the game. Apart 
from this quibble, the game 
ttself is very nicely finished 
with good sound. Animation 
t&Jet Set Wi//y style — pretty 
good for a space-type game. 
It's a shame that this game is 
sodifficulttoplay.orshouldl 
say tricky' to play, and does 
tend to kill itself off in playa- 
bility and addictive qualities, 
due to the fact losing shields 
constantly is r>ot only dis- 
couraging but fmst rating. 

• 'Having seen so/ne 
screen pics of this game f 
thought that it woukt be a 
gGodsonof'Def&nder'mr/te 
caves ffame, but besides the 
graphfcs and the sound, I 
didn't think the game was aft 
that good. The anifnation of 
your ship isrr't up to much 
because it is fiickery. The 
game itse/f is a fright for a 
whiie but you soon get that 
feedng that there isn't 
en&ugh going on to keep you 
occupied and it is this that 
fets the game down. Subter- 
ranean Stryker is quite ptay* 
able but you need a steady 
hand if you want to get any- 
where with it, Vm sure some 
people wfif fike this game but 
it is less suited to tne zipper 
button happy alien extermin- 
ator or arcadetadventure 
mutants. 



• Although the graphics 
are fairly small in Subterran- 
ean Stryker, everything is 
very well drawn and busily 
animated. Touches like the 
spade digging earth and 
throwing over an Imaginary 
shoulder are excellent. The 
playing area is aiso well 
defined, but it is here that the 
game begins to falter a little, 
as the caverns are so lightly 
constricting that to fly 
through them either at speed 
or without causing fatal 
shield damage is almost Im- 
possible. It's a pity really, 
because othenwise Subterr- 
anean Stryker would be a 
really great shoot and collect 
em up game with addiciivity 
guaranteed because of the 
lovely graphics, and the 
need to see what the next of 
eight screens looks like/ 



COMMENTS 



9 ContnolkflvsOtoT/Ato 

G up/down, CAPS to V 

reverse, L to thmst, ENTER to 

fire 

Jovstlctc Kempston. Sir^dsir 

2: AGF, Protek 

Keyboard play: responsive 

and very fine movement 

allowed 

U»e of coiour: excellent and 

very varied 

Graphics: vervgood, plenty 

of animation, bit flidtery on 

your craft 

Sound: good tui^a, ni6a tpot 

effects 

Skill levelt: 1 

Lives: 3 plus shields 

Screens: 40 — eight levels 

with five scrolling screens 

each 

General rating: a game of 

excellent promise that 

proves tow on playability 

(and therefore addiciivitv) 

because of the difficutty 

level. 

Use of comptrter 82% 

Graph i^cs 83% 

Piayabilrtv 38% 

Getting started 79% 

Addictive qualities 40% 

Value for money 50% 

OveralE 62% 
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ftiuf greart new add-ors fmnn Ram, Njrnber One in 
efverything lor the Spectrum, , , 

TUffBOiNTfJiFACE 

Our unique Turto Inter fdce outper Ibrms any Spectrtim 
iriertace - rt works with ROM cartridge 2 Standard joyshcks* 
and there'^ a full expansKHi bus at the fear, The TurtX) supports 
Kempston. Proteh aiKf Interface 2 software and bads from 
cassette -- Of iretantiy from a ROM car trHige- It realy makes 
the most of the Quictehot I's rapid-fire action, and witli a 
umque butttHn power safety device, it s amazing value at 
just £22 ,95, 

QUICKSHOniAUTO RAPiD-fmiJOYSTtCK 

The temous QuickstKJt H IS the top games joystick, with a 
sJe«k tr^ger fire txjtton lor quick reactions, an auto fire switcti 
tor continuous shooting and a new, impFoved gnp. 
Revolutionary txjilt-in stat^lising suction cups mean a sure, finn 
grip - a sn^ at £9.95. 

SPf CrJTUJM fNTf RMCE 

Boost the power ot youf Spectrum, or Spectrum 4, 
This Kempston-compatible interface gets the most from your 
ganr>es - electrify yoia' enemies wttli real power and 
Igttninelast reactions rig^t under your fingef tips. 
Costs iust £9,95, 

S^BCTRUm IIPGH AOf KiT 

tf you've a 16K Spectrum micro, this handy aixJ 
inexpensive addin hit boosts (tie RAlvl memory to a powerful 
4SK, so you can run tf)e tatest and greatest software, the most 
exciting games arourtd - and expand ytur own programming 
possJtulrties! Only £2 1,95. 

Where can you get your hands on Ram's amazing 
Spectrum add'OnsT Ybu can see them at t>ranches of Boots* 
Menztes, Spectrum GnMjp computer centres, and good 
computer stor^ every where. Or return the coupon below. 

lb:ftAM Oectrorvcs {fleet} LtdfDept CM }.m fleet 
Road, fteet Hampstm GU138PA. 

CreditCaFdhotbne:0251425252.{Acce^^Vm 



Pteasesendme 

Spectrum Turtiolnteffece^s) at £22,96. 

QucJffihot H Joysticks) at £9S5- 

Spectrum Inter faceis) at £9.95, 



Speclnjm Upgrade Kit{s) at £21.95. 
(i^lUMAtetnue^a or3D) 



+Jf J p«f Orttef P+P(£3 OvtneK} TOTAL £ 
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^ ,. BRUCE LEE 

COMPETITION 

CHOP, PUNCH & KICK YOUR WAY TO 
US GOLD'S LATEST EXCITING GAME! ! I 




' *' 



'V^ 






28 CRASH March 1985 



Fifty copies of US GOLD'S Fa test 
rateas« BRUCE LEE, an a II -act ion 
fidhtin' man extravaganza, are on 
offer this month. In the game you 
play the part of BRUCE LEE, 
Martial Arts superhero, who 
dnterB a wizard's cast\e wtth the 
aim of getting his fists onto the 
owner's treasure. 

A whole variety of traps and 
obstacles have to be overcome on 
the route to the gold, and two 
oggressFve fighting Fellows keep 
popping up and trying to do battle 
with you. 



The tunning. Jumping, chopping, 
kicking and ctvnbing actions that 
take you battJing round and 
through the rooms in the castle 
represent Bruce at his best ... an 
ideal early morning attemative to 

jogging ' — G Kidd, writing in 

iwes/ob Monthly. 

We've devised, at great personal 
cost, a fiendishly cunning oriental 
wordsearch puzzk which you 
need to wrestle with to discover 
the words listed here. Fortunately, 
it's not the sort of fight which 
leaves you with bruises and spilt 
blood — we hope! 
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Send in the wordsquare (or a 
photocopy if you don't wrant to cut 
your copy of CRASH to bits) with 
these words clearly marked. 

Answers to the usual address: 
BRUCE l££ COmPETTTtON, 
CRASH mAGAZINE, 
PO BOX 10, LUDLOW^ 
SHROPSHIRE, SYS VD0 to arrive 
no later than first post on MARCH 
28, H you're entering more than 
one competrtion and want to save 



Co stage, please put the BRUCE 
EE answers in their very own 
clearly^marked envelope and 
include it in another envelope 
addressed to us and marked 
Multiple Entr/. 

ThefirstSOoorrectentriespulled 
out of the editor's hat — H's big 
enough, don't worry — will each 
receive a copy of BRUCE LEE for 
the 48K Spectrum. 
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ZAXXON 



Producer: US Gold 
Memorv required: ASK 
Retail price: £7.95 
Language: tnachine code 



It's taken a long time to get 
Zaxxon {the real life offidal 
version) to the British Spec- 
trum screens. But here it is. 
The game hardly needs 
much explanation, since the 
arcade original \% probably 
the most famous of all 
arcade games, but briefly: 

Zaxxon t$ a three-ciuarter 
scrolling space attack game 
in whicn you control an att- 
ack fighter as it sails atK>ve 
the surface of an alien enenty 
Asteroid City, a deep space 
fighter encounter and then 
another Asteroid City where 
you attempt to destroy the 
robot detence system 
ZAXXON. Destroy »ng the 
robot takes you back for 
artother go but with increas- 
ed diffjcutty. Hazards include 
the walls which must be 
flown over, forcefieids to 



iously won't work in deep 
space. 

US Gold released a 
version for the Commodore 
64 some months earlier and 
there has been much specu- 
lation as to what the Spec- 
trum version would look Uke, 



CRfTiaSM 



• 'ZAXXON the arcade 
Ejame was the thing at one 
time. There has been the odd 
unofficial Spectrum version, 
but this is the ' real ' one. Well 
it may be the official one but 
no way is it like the original, 
Basically it's a down-market 
version of the real game with 
a distinct lack ot colour. The 
graphics are a bit on the jerky 
side, okay, but by today's 
standards not fantastic^ 
Lunar Jetman, a scrolling 
^ame with complex graph- 
ics, achieved super-smooth- 
ness well over a year ago. 
ZaxxOn itself <S fairly 
playable but rrot really addic- 
tive, Tfie scenario of shoot- 
ing everything in sight is 
wearing thin. If manufactur- 
ers wish 10 distribute arcade 
originals then they nrtust do 




rh« nirsjing floor mnd bmck wmH t*fc** ■ lot otvimumi tyn out of 
XAXXOM 



shoot out or clodge. enemy 
fighters, gun emplacements, 
radar towers and launching 
missiles Falling fuel is re- 
plenished by destroying the 
fuel dumps. The craft can 
move to the left and right as 
well as up and down. A clas- 
sic tactic to judge the height 
of the approaching walls 
with their small gaps is to fire 
at them until you see your 
laser shots passing safely 
over, then you know you are 
high enough, height may 
also be judged by tne relati- 
onship bettMfin your fighter 
and its shadow on the 
ground, although this obv- 
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so when the original is still 
new. Overall, I was disapp- 
ointed with Z&xxcn and I 
have come to the conclusion 
that official versions are not 
necessarily as good as the 
originals. In terms of this 
game Zaxxon is probably the 
best about, but does leave a 
little to be desired.' 

• 'US Gold have been 
advertising Zaxjton tor 
months now and then one 
day it Just appeared out of 
the bfuB, ana to talt the truth, 
i wish it hadn 't. Theg r^phies, 
white adequate, are Jerky, 
coiour is used scarcefy and 




Appri^mKhing m tore* timMin ZAXXOn. 



sound is bareiy used at a/L 
Tfie ^sme is quite pfayabie 
but ft doesn't capture the 
excitement of tbe arcade — 
OK dare f say it — the Com- 
modore version ^ If you stiff 
want a good ZAXXON then 
this isn 't it. Official or not, it 
isn't much better in my opin^ 
ton than the Starzone one. ' 

m 'ZAXXON must be called 
the arcade success story, a 
game which inspired many 
other 3D games. The success 
was mainly brought about 
by its superb 45 degree 
'above' angle view of the 
very cotourtul and wonder- 
fulJy detailed graphics. 1$ 
must be said that obviously 
the graphics cannot be faith- 
fully reproduced on a com- 
puter such as the Spectrum, 
nor the gamine element of 
the onginal. So far there 
have been about three un- 
successful attempts on repr- 
oducing ZAXXON {Zaxxan 
by Starzone. Havoc by 
Oynavision and now Zaxxon 
by US Gold), The US Gold 
version is definitely the best 
effort. The graphics that 
make this type of game and 
play a major role have failed 
to produce any atmosphere 
whatsoever- They are slow, 
lerky, unattractive and 
rntrue to the original in the 
L'nse that there is no back 
wall or floor. Everything 
stems to hang in empty 
tifackness. The 3D effect 
warics fairly well if you get 
low down and tr^ {and I do 
say try) to weave in and out 
of the objects; but problems 
are met again — the dreaded 
attribute problems. They can 
get so bad that it becomes a 
matter of luck whether you 
hit anything. I would go as f^r 
as to say that the program- 
mer has got his sprite priori- 
ties wrong, that is to say that 
ground obstacles should not 
overwrite that of your craft. 
Another point that should tie 
mentioned is your fighter's 
shadow — yes it is there, but 
whatever happened to the 
30 'hidden view' theory? As 
you pass over a wall you can 
still see your shadow 



through the solid wait as well 
as the other objects. Confus- 
ing. Moving onto the Space 
sequence, the 30 effect 
[which did work in the orig- 
inal) fails to do so here — it is 
just a matter of luck and 
chance if you hit an enemy 
fighter and the screen bec- 
omes very cluttered up with 
more than four fighters 
flying about AJix^ut the Only 
thing I can commend on the 
graphics side are the explos- 
ions, yours or theirs— pretty 
effective whichever way. 
Moving onto the nerve-rattl- 
ing sound effects' my Spec- 
trum, I think, has lost its 
tongue — constant ciickings 
is aoQUl all you get -- very 
rattfingi. Finally, perhaps 
most importantly, the con- 
trol response is so sluggish 
that you are fon:ed to think 
mifes ahead to be able to 
shoot anything. It's this that 
finally knocks on the head 
any piayability or addictive- 
ness.' 



COMMEMTS 



Control keys ; u ser defin a b le , 
preset are f/P left /right, Q/2 
dive/climb and N to fire. Our 
copies failed to allow the 
user-definable function to be 
selected, nor the instructions 
Joystkk: Sinclair 2, 
Kempston, AGF, Protek 
Keyboard play: not really a 
keyt>oard game; key 
response is sluggish 
Use of colour: colours tend 
to be bright but sparse and 
obvious 

Graphics: slowand jerky, not 
much detail 
Sound: very poor 
Ski)l levels: 3 
Lives ^ 3 

Seroens: continuously 
scrolling with three sections 
Genecafrating: a grave dis- 
appointment, 



Use of computer 
Grapbtcs 
Piayability 
Getting started 
Addictive quairties 
Value for money 
Overall 



60% 
70% 
64% 
54% 
52% 
49% 
58% 
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SCORE TABLES 



With the Gunshot, you'll have all your enemies cowering in comers. 8-directionaJ action and an alt-in- 
one moulded stem allows accurate annihilation and strength to survive those aJI- night 
sessions. Duai fire buttons for fading fingers (and a rapid fire version when 
they're reaJly coming thick and fast). And, if you breal< it (and we know you'll 
try) our 12 month guarantee will prove invaluable. The Gunshot plugs directly 
in to practically all popular home computers (ask about Vulcan interfaces 
for the BBC. Spectrum, Electron, C 16, Plus 4). Only £8,95. ^^^^^^^ 
See the range of Vulcan joysticks and interfaces V VVX 




at your local stockist.,, 
we It see you on the 
h^gh score tables. 



200 Brent Street, Hendon, London NW4 IBH. 01-203 6366 



VULCAnV 

ELECTRDniC^ LTD 







BRISTLES 



Producer: Statesoft 
Memory required: 48K 
Retail price: £7.95 
Language: machine code 
Authgr: R Huddy j 



others follow predictable 
patterns; some of them 
knock you down to the 
basement to start over, while 
others rob you of poirnts by 
taking paint away. Some 
rooms have paint rollers in 
them and th^se rooms 
should be done first. If you 
run out of paini and them is a 
roller left, get it, because it 




Rvom* with pmint rottwrv thouidb* thit ftfti to ifiwit tor a bonus. 



TIME 

0Qi4i 



On* of fh* *»»i*rhousmt mwtiting viftmrt 



Bristfes is not a hard game to 
describe exactly, but it is 
somewhat hard to describe 
in detail, as thero are rather a 
lot of ingredients- Basically, 
what we have here is a 198S 
Tainter' type game. It is set 
in a house, or series of 
houses, and each room must 
be painted before the time 
runs out. With each screen 
the set up gets more compli- 
csted. There is a basement 
with ladders leading up to 
the ground floor and from 
Uien on there are lifts lo the 
other floors. These zip up 
and down at a furious pace 
and timing is required to 
enter and exit them safely, 
Traversing a room will result 
in its being painted. The 
houses can nave as many as 
five lifts, 

Inevitably, these buildings 
are filled with awkward nast- 
ies which are described in 
the corrtn^endably detailed 
instruction booklet. Some of 
these chase you ferociously. 
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effectively gives you more 

fiaint. Each screen is control- 
ed by a timer — when it runs 
out your points are calculat- 
ed and you may progress to 
the next screen if sufficient 
points are Obtained. 

There are 4S skill levels 
consisting of Six levels with 
eight houses in each. The dif- 
ferences between the skill 
levels is also complicated but 
well del at ted in the booklet. 
Between levels a series of 
letters appears on screen 
which will result in a mess- 
age after completing eight 
houses. Discovering at9 six 
messages is the ultimate 
challenge in the game. 



CRITICISM 



• At first I was tempted to 
say, not another "Painter' 
game, so long after the genre 
has had its day, but Sr/stfes is 
rather a lot more than that. It 
turr^s out to be a game of fur- 



ious speed, ouick thinking 
and strategy. What gives The 
game its real oualhy is the 
(nter-relation of the various 
skill levels, Each one pres- 
ents a different strategy chal 
lenge, like painting a house 
without the lights onl Anoth- 
er novel — though no longer 
unique — feature, is the 
Option for playing as a male 
or female painter, although 
this doesn't actually add any- 
thing to the game. Fwf/es is 
an Original idea based on an 
old theme, and I found it ad- 
dictive. But i think the £B 
price tag is unfortunately too 
steep,' 

• *f thought the 'Painter' 
theme haad/ed out months 
and months a^o. but ham it 
has been revived again by 
Statesoft. The idea is 8 con- 
siderabfe advoncBment on 
the origmaf 'Painter' idea 
and requires much mors 
skifi. The graphics are noth- 
ing extra-specmt, but are 
adequate enough for you to 
enjoy the game. This must 
be among the most Simple of 
games that I have aver 
played that yet st/fi has 
highly addictive quadtias. 
The sound lends to drive you 
up the wall after a whi/e, as 
you frantically try to paint the 
house and get ch&sed by the 
various creatures that roam 
the houses. The biggest 
drawback to this game is the 
price- It is extremely expens- 
ive for the type of game end 
only valid if something like 
seven months of pragrdm 
m/ng have gone into it, and 
in a/f honesty no one can say 
that much has gone into it It 
is a great pity as it would 
surely have sold reaffy well 
at a tower price range, but at 
this price / cannot recom- 
mend it.' 



9 'Bristles is one of those 
old 'Painter' type games but 
it's been atte/ed m such a 
way that the game is very 
frantic and quite addictive to 
play, the graphics are 
reasonable but not out of this 
world, and as in most 
'Painter' games, colour is 
used well The sound isn't so 
good, however, just a contin- 
uous bui^ing, although it 
does add to ^e game by 
making it even nr^o^e frantic. ( 
found Bristles very addictive 
and playable, if a bit costly. 
Overall a nice, simple game 
which is enoriTKius fun to 
play.' 



COMmEMTS 



Control keys: Q or ENTER/A 
or SPACE up/down, SYM 
SHI FT or CAPSySPACE or 2 
left/right, or the cursor keys 
Joyst^: A6F, Protek, 
Kempston, Sinclair ! fit 2 
KeyboanJ play: responsive 
and thoughtfully laid out for 
left or right banders and 
cursor freaks 
Use of colour: good 
Graphics: on the small side 
and simply drawn/animat- 
ed, but fast and smooth 
Sound: good between -play 
tune, otherwise a continuous 
buzzing with no on /"off 
facility 

Shill levels: 48 
Uves: 1 

Screens: ei^ht houses 
General rating: an addictive, 
clever game of strategy and 
arcade skill, but over priced. 

Use of computer 84% 

Graphics 70% 

Playabilitv 82% 

Getting started 85% 

Addictive qualities 83% 

Value for money 45% 

Overall 75% 
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ONLY THE BEST BECOME A.... 



A SPECTACULAR FLIGHT SWULATlON 
OF THE WORLDS MOST EXCITING J£T 
FfGHTEH WITH STUNNJNG 3D 
COCKRT VIEW AND THE MOST 

realistic 3d atr-to-air / 

combat ever seen on the \ 

spectrum: 
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WIZARD'S 
LAIR 

Producer: Bubble Bus 
Memory required: 4^ 
Retaif price: £6.99 
Language: 48K 
Author: Steven Crow 

The author of this game may 
sound familiar lo CRASH 
readers because he also 
wrote a previous CRASH 
SMASH, Poppysoft's factory 
Breakout. This new game is 
nothing like the previous one 
— what it is inescapably like, 
however, is Aiic Atac and 
l^phically at times like 
SBbre Wun, So similar is the 
baste (heme and graphic 



appearance, ^at accusa- 
tions of copy ing are bound to 
fty, but there's nothing 
wror^ with taking a good 
idea arid developing it, if the 
result is as good or better— 
and it remains to be seen 
what readers thinlk of this. 

Wiiartt's fair is an arcade 
adventure with 256 locations 
on seven levels which are 
interconnected by trapdoors 



and lifts. The story involves 
Pot Hole Pete who, wtiil© on 
a subterranean ramble, 
stumbles across the Win- 
ard's Lakt a place inhabited 
by numerous and various 
monsters of appaltlna speed 
and determination tokflLThe 
overall object is to collect ail 
the pieces of the Golden 
Lion. The screen view is that 
of Afic Atac, ie an overhead 



perspective view of each 
location with all its four walla 
viaibte. In a scimitar vein, 
doors open and shut accord- 
ing to their own whim, al- 
though Pete may paw 
through some without mnd' 
rance^ Some locations ana 
described by Sabre Wuff-tikm 
vegetation, while others are 
drawn as caverns. 

Game features include the 
collection of food for energy, 
weapons, gold, gems, keys 
and the bit$ of the Golden 
Lion. Now and again Pete 
comes across a spell scroll, 
but the spell can only be 
used if he possess eriough 
gold. The spell aliows you to 
gain either more weapons, 
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MEW CYLOM ATTACK 
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more energv, convert lo 
gems, have more keys or 
megic rings. Badh of the obj- 
ects senses a function, and 
one of the game objectives is 
to discover what everything 
does. Across the top of the 
screen there is a score tine 
and bar codes for energy, 
weapons and ^old. while 
down the right Side legends 
tell you how many lives you 
have left, and how many 
keys, rmgs and gems you 
have collected. Scoring is 
done as a percentage ofthe 
adventure compieied, tinne 
[aken, objects collected and. 
of course, pieces of the 
Golden Lion found 



CRmCtSM 



• 'There is no doi^bt that 
this an At/c ^rsclike game, 
but saying that, it Js distinctty 
different m many ways. The 
graphics seem to me to be 
somewhat better than those 
in the Ultimate game, they 
are mucb more varied, col- 
ourful and characteristic. 
Each of your enemies has its 
own character which allows 




A iowvf kfv»f of ttm c/ivtimi wi th xtfmunt mtmliaka 



you to buitd up tactics again- 
st them to defeat them,l like 
the way you can run out of 
weapons as well as energy 
and have to search for them 
as well as the Golden Lion. 
The game seemed to rrre to 
be a much faster playing 
game ihar\ Atk Atac with 
much more going on and 



gets very frantic at times. 
There are many doors for 
which you must have keys, 
while others are opened on 
touch, the main reason why I 
enjoyed it, is that there is so 
much activity going on all 
the while. Overall, a really 
professionally put together 
game that could be catTed art 



up-date on Atic Atac with 
more locations, more to do, 
with smashing graphics — a 
brilliant piece of program- 
ming — a winner. Buy it I ' 

• 'Yes, this is definitefy fike 
Atic Ataci, but it is also dif- 
ferent it's actuatfy much 
faster for one thmg. and 
tfiere are other differencm. 
Monsters often appear by 
coming through the doors 
and taking you by surprise. 
Your cftaracter is not drvwn 
from the side but in over- 
head perspective too. He can 
rurj out of weaponry, which 
is aiarmingf The addition of 
spe/Is enabling you to con- 
vert your gold to other things 
is a useful addition. There 
are many more locations and 
some ot these have rivers 
running through them which 
turns the greater maze into m 
smalfar, dissected one as 
well. The locations held in 
memory appear as fast as 
those in Atic Atac, but the 
tine drawn caverns are re- 
drawn each time. This is 
done very fast, and if it fooks 
a bit more ragged than in the 
Uitimate game, it does, how- 
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Alien Spaceships (O.K, so what's new!) A'nT have updated Cylon Attack 

(a very sought after game) so popular that A'n'F had great difficulties to improve the 

game, but they have done it, Cylon Attack is now in isometric 

perspective. Imagine playing new Cylon Attack in 

isometric perspective(3D), £5.75 

NfWFORSPfCTRUM ,^ ^^ 

kH0inERW4ETmGti^MAE\ff^^e£^^} |^SEaJNa(i] 
FROM A'nT 




SPECTRUM 48k— Other games avallabia: 
Chuckle Egg— £@,90, Alpha-8elh £5.75 



AiFSottwara.UnHB, 

Cantt Side lr>dustrial Estate, 

WfxKibfne Streel East, Rot^idaleOLte 5LB 

Telephone: Rochdale M1111 



W-l-Z-A-R-D-S L-A-l-R 




Ofw^ at \h^ iovets with ime tjniphie 3D rooms 



ever, give you a vB/uobfe sec- 
ond's breathing space — it 
a/so aliows for the extra toe- 
&t>ons. In all, the graphics are 
of en Bxcetient standard, 
extremely fast and fitcker- 



free, imaginative and well 
drawn as well as coiourfui 
Sound, too, is excellent with 
a good synthesised sound- 
ing tune Bnd loads of noisy 
spot effects. Wizard's Lair /s 



A mm of tunglo mmi nfom - a lift stands m the lopnght earner 



bound to keep players at it 
for ages, /ust surviving as 
well as mapping* I enjoyed it 
immensely. 

• 'Wizard's lair has an un^ 
usual fast loader, which 
makes the border fJash an 
wide bands rath«r like some 
of the recent Commodore 64 
loader$. It also dravvs the title 
page very quickly. Them is a 
super key and jovstick option 
menu, and the user definable 
key menu uses a large graph- 
ic of the Spectnjm, colouring 
selected Keys in red when 
you press them. This quality 
of design goes on inlo ihe 
high-energy game with its 
Ultimate- standard graphics 
and sound. It is, of course, 
very similar to Af/c Atac but 
does not suffer by the comp- 
arison at ait in my opinion. 
There are still many things to 
discover — 1 don't know 
what happens when you turn 
purple yetl It's fast, playable 
ana highly addictive and I'm 
sure Bubble Bus, who have 
done almost nothing before 
for the Spectrum, must be 
very pleased with it, 1 know I 
am.' 




Control keys : 3 options or« 

Selectable being: 

0/P.Q;A,M or QWERT or 

67S90, and if you prefer, you 

can define the keys yourself 

Joystick: Kempston, Protek, 

AGF. Sinclair 2 

K«ytMMrd play; very 

responsive, nice to have so 

many selections 

Use of colour: e^ccellent 

Graphics: excel lenl. fast and 

uUra-smoolh 

Sound: excellent 

Skill levels: 1 

Lives: 5 

Screens: 256 

General raitEngt an excellem 

arcade/adventure game 

which requires exploration 

and discovery. Verv good 

value for money and highly 

recommended 



Use of computer 
Graphics 
Playabilitv 
Getting started 
Addicttve qualities 
Value for money 
Overall 



98% 
34% 
94% 
95% 
94% 
90% 
94% 
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WA wealth of Peripherals for your Spcctpuml i 

^--., Bv RICK BRAVO — 



Since the 46K Spectrum was launched the opportunities it offered has attracted peripheral manufacturers throughout 

the world. 

One of these manufacturers was bound to emerge as the ''brand leader" and In the case of the Spectrum this turned 

out to be DK' Ironies, The company is bas«d In Saffron Walden in Essex and proudly boasts a history dating back to 

the 2X80. All the company's products arc manufactured in England at their own factory and they ha^/e now estab- 

lished themselves as worid leaders, exporting to over 30 countries. 

Below you will find a review of their rang« which now includes over 16 products, all of which are available for the 

Spcctrunn and Spectrum + models. w^ I* -^ jJ 

The DK Microdrive Camp«tlblc IVtfyOOCirtl 

Keyboard Is the best selling keyboard in 

the world and is now used by around 10% 

of all UK- Spcctnim owners. It is micro- 
drive compatible and offers more key 

functions than any other keyboard in Its 

price range. The stepped keys and sp»ace 

bar make it even easier to use. It is 

constructed from high density black ABS 

and has 52 keys and a full width space bar. 

A separate numeric keypad of 12 red keys 

including single entry 'delete' plus single 

entry 'decimal point' facilitate fast 

numeric data entry. 

From good computer shops everywhere 

at only £37,50 or direct from DK'tronics, 

add £1 .50 post & packing. 



Dual Port 





^ 



The first port simulates 6,7,8,9, & Keys. The second port 

simulates In (31) command. 

The port will accept any Atari style joystick. 

It will run any software. That i&> 

(a) Using Keys 6,7,8.9 &0. 

(b) Having redefinabie key instructions, 
fc) Using in (31) (i.e. Kempston). 



This highly successful Light Pen for the Sinclair Spec- 
trum plugs neatly onto the rear of the Computer or 
the rear of the printer connector. The operating soft' 
ware now runs faster and supports 16 pre-deftned 
instructions. You can change all the colours (Border, 
Paper, Ink), draw circles, arcs, boxes, lines and insert 
teKt onto the screen {ideal for dia^ams etc.) Save & 
load completed or partly completed screens onto or 
from the tape . 

There are also features to draw Free Hand and animate 
on the 4eK Spectrum, you can retain and animate 5 
screens. 

You can also use the machine code on its own in your 
own programs for selecting out of a menu, playing 
games etc. All entry points necessary are given. The 
Pen works down to pixel level with pixel accuracy. 
From good computer shops everywhere at only £19.95 
or direct from DK'tronlcs, add £1.50 post St packing. 



This Dual Poit interface interconnects 

range of DK "ironies products to form 

henslve range of Spectrum peripherals 

manufacturer. 

From good computer shops everywhere 

or direct fromDK'tronics, add £1.50 post 

Li^it Pen 



with the existing 
the most compre- 
available from any 

at only £13.00 
& packing. 
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•^ cKtronks ' 

3 Channel Sound Synthesizer 

Any microcoTTiputer is capable of manufacturing sound, 
fiowever, In order to produce a single octave 'C note with a 
frequency of 8372Hz !he signal needs attention over 16,000 
times per second. 

To produce software capable of perfoming just this one task 
would be difficult If not impossible, especially when you 
consider that to produce arcade type sound effects requires 
even greater attention. 

The production of these sound effects without the constant 
attention of the processor is now possible thanks to the AY 
Sound Chip, its fleidbility makes It essential for a wide range 
of applications including music synthesis and sound effects 
generation, continuing the monitoring and production at 
!»otind after the initial command. 

More often than not realistic sounds require more than one 
effect and this function is provided by 3 independently con- 
trolled channels, as an example compare the sound produced 
by the single note of 'C with that produced by the chord 'C 
and v^^ ^i!^^ know just what I mean, likewise producing the 
sound of an explosion using all 3 channels gives games a 
totallynewd Imen skin , ^ 

Add to this the ability to alter the pitch tone and shape of the 
sound you have produced and It's fkxibillty Is unlimited. 
In simple terms, imagine the note you have produced as a 
calm sea, by altering the pitch and shape you can produce 
waves, the top of the wove corresponds with the maximum 
volume and pitch of the note, which like the wave itself 
rises and falls. 

Programmable 



Saffron Walden, Essex 

CB113AQ tcl:(0799)26350 




At last! A fully programmable Joystick interface with 
feed through connector that really works! 
Now you can run ANY software from ANY supplier with 
the DK'tronks fully programmable joystick interface. 
It comes completi with machine code software and can 
be programmed in seconds to give full 8 directional joy- 
stick movements plus five capabilities and will accept any 
Atarl/Quickshot type joystick- A catalogue is now avail- 
able showing the full range of products available from 
DK'tronics the world's leading Spectrum peripheral 
manufacturer. The through connector enables other add- 
ons to be plugged into the rear. 

From good computer shops everywhere at onV £22.95 
or direct from DK'tronics, add £1.50 post & packing. 




Speech Synthesizer 

The speech synthesizer uses the popular SIjO/256 $pe«ch 
chip and has an almost Infinite vocabulary. It la supplied 
with a text to speech converter for ease of sp«ech output 
creation, Everything you wish to be spoken Is entered In 
normal English, without special control codes or characters, 
ft Is therefore extremely easy to use^ The voicing of the 
words Is completely user transparent and the computer can 
carry on Its normal running of a program while the speech 
chip is talking. 

Although there are only 2€ letters in the alphabet, letters 
have a totally different sound when used in different words. 
For eKample, the '*a" in Hay ts much longer aivd softer than 
In Hat. When you speak you automatically make adjust* 
ments because you know just how a word should sound, Not 
quite so easy with a computer . After looking at other speech 
synthesizers we decided that it was essential that the 
DK'tronics Spectrum Sp^uJi would offer a simple sysletn 
that would enable the user to produce realistic speech that 
was instantly recognisable. 

The solution to the problem was extremely complicated, it 
required hours of programming to enable the computer to 
k>ok at the Irtdivldual letters that make up each word and 
compare tJncir relative position to each other before deciding 
on the appropriate sound. 

1 consider this to be the best Spectrum Speech Synthesizer 
on the market From good computer shops everywhere at 
only JE24.9S or direct from DK'tronics, add £1.50 post & 
packing. 

Centronics 

The new E)k'tronlcs Parallel Centronics Interface will link 
your Spectrum to any printer with a standard Centronics 
input. As the choice Is vast, you can select the printer exactly 
suited to your needs. 

Features of the interface include: Huns all parrallel Cent- 
ronics type printers: Controlling software fulty relocatable; 
Interfaces with any software using the printer channel e.g. 
Ta sword Dev Pack etc: LList Lprlnt recognised. High res 
screen dumps; All control codes allowed through to printer; 
Fulty microddve compatible. 

Supplied with full instructions and controlling software. 
From good computer shops everywhere and sensibly priced 
at only £39.96 or direct from DK'troDics, add £1,50 post 
& packing. 



ADVERTISEMENT 



THE 

MONTHLY 
CRASH QUIZ 




This nmorrth's qui; Is somethifig a linle out of tKe ordinary. What we want 
you to do is write a jshotO caption for 1h« picture of Sk CUv* Sinctik and 
HavoM M»cMiltan {AKA Lord Stockton) of not more than 25 words. To givs 
you a hQlpir>g hartd, the massed braifi$ of the CRASH offices have airsadv 
come up with three eitamples, but we're all sure you can do better! Writit 

rour efitry down on a postacard and send it in lo CRASH QUIZ, 90 BOX 10, 
UDLOW, SHROPSHIRE SY8 IIM to arrive r^o laior than isst pon on 
MARCH 28 The three best entries will win £!2S worth of aoftwafs and 
CRASH T-shirt, and the three runners-up wril each receive a T-shirt Th« 
Editor's decision ts final in judging the entries. 




Example 1 : '. . . mmI thaft 
Korace killing Chris CunY< 
Vour Lofdvhip.' 

Example 2: 'Loitl.yovpla'rBd 
tlHlCnleMt»okKi{|.' 

Example 3: 'VouH nmdtha 
Cs accelerator i« key 7 
Harold' 



WINNERS WINNERS WINNERS 



BEACH-HEAD 
WINNERS 

KA ffrntsbmr, ttrimrirHUt, t». 

Miirton-^n-Trttit, SttfH; 
fHstt*nltirmlimr. Ormaliirii. 

L*nct. A r 

HmmHmcm, Mr i 

n*>lMng, tmi AM ; AiJPawit. 



WfBnmEKS KUttcS 
OfZENDOS 







Bnfliriair,. 

miasfl, CrocvJiil. Hlvmi; T 

Far*f*r, lavdk, H. irWte 



OHimCo^tf, Extern, 
tmrrwr: TSOciwIr, But- 
i»nf.- bolbi M*r. OHton. 



JKvfrt> n ^hm 




Bmimim. tttinbtiralt; OtwiHt 



Chmmhirw; John Caini, 

MufcfciM, MafHon-on-fa*. 

Farrmttrnf. BnhqpJluBt- 
JWHf, Cd Cii rtt — i; Tf^Ejr 

ton<ton.' Don Ratnaay, 
Uodmntttt*. BnMtit^ W. 
Yarkw; Lam Ch^man, 
Aytrnmbury, Buekm; Kmtth 
Mtnwtm, SlowpA, But ^tM, 

ahliTrta. Ofaigeiiv: (a* 

aa«lll hJMa* fi»*d^ Mar*C 

gwffwy,' J t m it S mwii O , 

HQJ.SLO ltFP0 1»; 
fbibmftHmr^, Chingfor^ 

FifTMi, arittoi; J 
aujrraU, P ar Wt a m , J 

THtm m ofi d *. •amdlH, £ 

hiHift mmrkm; Ju l ia n B^Wt 
OtAlmirdim. Mahiyn, MarB; 

rfwo^iHT ffaofliapvic 
Ea<f lefMut/ Jldain 

I, Hmiarton, C^mbm; 
pPhaam, Th nt b ti rv, 
S*th; Jan S *n <M , JlfMtait- 



MlHipar, 



r flMerodrrw, £ ID and 
Rjunner* up IflB vid^anal 



<Sraama Johnston, 
Barks; TJ farnH, $iela^, 

lUAL 

Th« RhI l9*m«) Gcorpi 

ftpbort finlwYpon, ParUiquH 
EititB. Glaieow; SJ<iallD- 

w«rv, Gi^nthttn. Una, J«fin 

Otphin. W<irthi4>g, W SuMai; 
BiLice Halt, EdinixjfQh.Marii 
Webslcr, Ntwris Gfeorv. (jwer- 
pool . 1 P f<lf (*n*n, Warnnfl' 
ton. Ch>«*hii«, J*HnGod- 
d^rd, Solihull, W. MitHwHlft: 
Su*an .ioJiBy, WMtingtaln, 
Owthira: Roibarf Sitim, 
nu^lw, S44H»: OavJd Aliv 
*i9iih, ptnjHoFV'ka-Fyid*, 
BtffdipDal , Lanta., JamiB 
GOiMMLOteMiv: AnAntMr 
Kiv. H i JMwj 5h)C>t**t 
BrpitJfmJ.w. Vflftf ; Pay[ 
VVitti, llfrBCDFTTba,. Dei^sn: 
Stcfyfieri f ampli . Gmbn, 
Matt«Td, Htrti; Mtri* 
ME^Atty Fi«wj»ta. Bwls; 
KaMh M«wK»n. 5tQk« ^^^^m. 
Btrkt: Slaw Fnal, Higiwia 



WinettHMr,H||iM»;J, 
OrawHY, Halncwwn.W. 

MtdTartdt. JT £lExJil*% 
8«auchi«4 . ScdttHUt^ Xt 
SlfXVr. W«nnl«r. SnMat; 
SiaaiienMtfrtQti. Nn* 
OuaeEin. NcMlh«ii|i; Mt lTtmw 
Cftra, ftntwtw^ P*ik E«*M. 
NvttkrnhMm; Jaruthcn Mat- 
cilti. OrpinBion, K«ni(j Pml 
WJitifiH^. A4in0iM.MWd)(: 

Grahanr CraaBay. AfhfenI, 
Kant; M. ftudga, loawltfi, 
SuffoU, H Ow«fi, Bad^tmp' 
iQn.Hpnli HTi4n GIMtKM, 
04d KilpartHit, QunlMrtDn- 
>riiro. MatifHwWalhaT, 
FArnl«v. Lwdt; CA W«H}tMd, 
Sfridlowfi. lOW: Riciwdl 
Keartl. KarrDootB, VadkK 
[Juncan, DudttmHina. 



Soodiind: R Buthh, I 
hwn. S. Yorh*; )W4 VaidHi, 



R£SULT9»mE 
DECEMBEII CRASH 

Qua 

WImmh: JA MorriKir. 
Hotert Chminian, WMtant 
0iv5aA.EMBiL 



SiNCLMR 
COMPETTTKMf 
fDecmnbar j«y*j 

G WaUtar of Ull* Hfetfitan. 
phj««ini|xjitv. 



(^tfHinl.CTavdDD, $i>rT%: 
DiHMid Mcfltil, KMCHUV^ 
Fif*; Otvtd Horn, lloriM n 
Hum£wwl«; SCGnuda'fv 

Sknon Pciluck. Itedtxiga, 
Mord, EHtK, Maloo^mOixcin. 

Cah«n, Wln<rtlea«v, PMv- 
bOrl]uor>; £ fawMtk. Killlnii- 
HM»rth,NKastt«-on-Tvna; 
Niflat. CarilDn. NoHM^^ham. 
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SPECTRUM 48K 








'What makes Wet Set Jelly sound 
JiJce a computer game?" 

Brian Bloodaxe, with Primary 

Imbalance /-g^ 



spectrum 48K £7.95 on Turbo Cassette 



$^^ 



ATaUable (rum tinnd lunumitT ^liirt^h. t'l^nr^whi-tiT. In lh&i^ ■>[ dillii.iilly in i^bluiniriK itfly of uur uame^ pteifts caiilsci yi 

The Edge, 31 Maiden Lane, Co vent Garden, London WC2 TeL 01 240 1422/7877 Telex: B92379 



ILV0i RANGE 



SeeiHB 




001 tJV^fio VIC 20 lUNEXIWiOeOl 
SNAKE BFTE - S^fnpty ffi« «Uth«fil«ft 



00? Arcad«, VIC ?0 rtMEXmNDEDl 
tMCKEY THE BOCKi - Four 
Kfoans padvd wllh Itin, 



Wlf}mMS''Mn9(t)« planes GOLD DtGGER - The hiL£ard$ at 

and thoQil ItH pjigeona. <ltSK}«>9 for gold dcMfi under. 




00$ Mwit BBCMK^KSB 

DUCXr- Comfi<ty and music tn Mk 

dlKMSt\QO\ 



Ot3 A/cMte Be 

the muldnl sptnncrK 



E;S rfU - RaciOtfsr ttve sacreo 9talbi« 
of Estra Bw snaka god- 



023 /^rtMt/stntmn obcmchob 
T>HE HACKER - Tenmnai (0 modMTi, 




006 Af L.. .-j^ >Hfc V i ri vJwl i H?K/48K 
RUM BA&Y nUN - MuKi^car OOtt 
chase and shocH-oul 



009 t ^<M« SPfCTWJM 16K/4aK 
IMVtA FOnC^ -Terf4 man 
detondt earth ag^unsi all «ld«, 



NdlACi- Whtil hafvp^ns wrfwn 
liatfw binw hi* iwck. 



CftAZV CAVERNS - Ten Cf azy 
cawemsi, ten hungry moutha to teed. 





EXODUS ^ Strange cr^'alur^ 
emerging (rom the pfis. 



014 Af ttdiJg miiB 3PECTnLM4flK 

MR. t^^^*^>'^ - Siix compaHmentfi. 
e^di tougher lo de-«ce 



BOOTY - TwenHy hoWs cfa mmed 
hjll of pirate looL 



0O6 wefGam* specTmM4aK 

MONG AMOCRS - A te^ ol ^ategy 
aQBfftst [hi^ cofn|>uter or fnends 



SCREEN PftlNTSEflV»C€ 

St^*CLAIR SPECmUM AND BBC MICRO 9 USERS ONLV 

Notice 1^ qualltY ol pcinile>d screens on Ihe Fronl af our Stiver rar»ge packs If yoti are a campulef 

artist MQ can otter you hard copy of your creaticms U\ the form Of 

12' K 9' FULL COLCHjn PRINTS try irik ici prinler These are svaDable in hMO farmats: 
1 RUPEH- C6 SSpeech, or2 LAMIMATEO (Boana-backecH C995p©aGh, 
botJi orices mdustve of VAT and postaoe 

Send youF saved screen on cas^tie or disc (state border colour, if Spectr uml *ilti a crossed 
cheque/PO made payabte to RREBiRD SCFTW^E, to xhe addrv$9 bekm Vbur cassene or dtsc 
wtii t» returfked with ofder Allow 14 days tor delivery 

SCREEN PRINT: 
■FREEPOST FIREBIRD, WELUNGTON rtOySt UPPER ST MARTIN'S lAME. LONDON WC2M 96R 

'*.••■ >Ai'Ti(j r(».)j,-HMJ 



UAILORDEfl 

Please ^te nan» of game (ai>d rnachine) and 

numbers rt?quifo<t 

E nctose cros&ed ctieque/PO made payaisle lo 

RREBIRO SOFTWWE. 

All oners are sub^eci lo tmSUbU^ 

Orders arc despatcbcd prompB^ All prices 

irtcluaive of VAT and poetagA, 

MAIL OflCkER: 
•FREEPOST RREBIRD, 
WELLINGTON HOtlSE, 
UPPER ST MARTIN'S LAN^ 
LONDON WC7H 9BR 

*H9 llano rwtund 



FIREBIRD SOFTWARE. WELilNGTON HOUSE, UPPER ST. MARTIN'S LANE. LONDON V«;2H §DL TEl: 01-379 6755/5626 

f irftbif a .Tiid me Ftrctw d logo afe Irademailts gl BrWlh |l9le<»nirminica(tofi? c*: 




wvina 



£2.50each 



EW RELEASES: 

MR FREEZE- 
^ AMSTRAD '^ 

' . THE WILD BUNCH 
^, AWSTflAD 
. MR FREEZE 
' SBC MICROS 
^ ESTRA- 




01' SPECTRUM 4aK 

BYTE eiTTEN - SolMltMClllttfWn 

piay Sea King, 



012 Aowilin SPECTHUII4BK 

1HE MALD HMGH - AoctiMd o< 

mufder, hunt the' real Kilter. 



Oie Arcade (X)MM000REa4 Q'^-, , COMMOCOPE &t 

EXOOUS - Strang creatures MRfrel. j^mpdrtmonta. 

•ifi«(i)ir>g from t^A pits. ^ach Unt^tvn (o (te-k». 




1 7 AKtfi Mrtnirt OOMMOOOiC 64 
eOOTf - Twvrrty holds crarnrnad 
yi of citrate loot 



toserwTlwBrsifi 



0?O Arc«j« OOMMOOOnEW 

ZULU > 1 (X) gotelen n^ikt hidden 
In «. rnagic maze 



024 Ai^wte Ativ^'jc OCMMCnORE S< 

GOGO-mcGMOST- isodiisnni 

Kauntod odstte chamtters. 




i v'OOOftE 64 

DfcMwNaOFlWWZ- 
1 130% Qraphl? Eit^kyation 



BOTH 

£5.95 

each 




Z02 SPECTBUM -WK 

auGGVBlAffr- 

$psce Mission Sfmul^bof^ 




H*0*J*fC* I h'UM'U'K't 



PROJECT 
FUTURE 

Producer: Micromania 
Memory required: 40K 
Retail price: £8.95 
Language: machine code 
Author: Doininic Wood 

Your mission is to teleport 
aboard and activate the Self 
Destruci Sv^tem of the 
draaded 55 Future, a huge 
tabyrinth of a space ^Ip 
covering 256 screens. The 
trouble with the SS Future is 
thai it is hurtling uncontrot- 
lably towards the earth on a 
collision course. You p(ay 
Space Cadet Farley, a neat 
looking sprite of the future, 
and you must collect all the 
destruct codes that are hid- 
den in the ship. 

The SS Future consists of 
five decks of increasingly 
complex, interlocked mazes 
artd is filled with numerous 
defer>ce droids who's prime 
task is to prevent you from 
living too long. To help you 
the Space College have equt- 

Eped you with a powerful 
war and occasionally you 
might discover an armour- 
pTated suit into which you 
can dive and which protects 
you from the effects of the 
droids for four screens. The 
various decks are reached 
via a lataport ay^^rn, and 
depending on which direc- 
tion you enter the device, 
you will be transported to 
another level. There is also a 
scooter which looks a bit lil« 
a 05,2, and speeds up move- 
ment around the decks, 
though you Still have to 
watch out for the nasties 
when using it. K too lasts for 
Ofily four screens. The dos* 
truct codes are blocks which 
are collected by running over 
them. Once all che codes are 
collected it's time to ft nd the 
destruct button and save 
Earth yet again. 




mentioned in the separate 
PR —Edi, Pro/ect Future is a 
large maze game, a sort of 
Sahre Wuffm space. I say this 
both of style and quality, The 
garr>e has savaral features 
such as protective suits, 
space scooters etc. The 
pame has good graphics artd 
IS full of colour. It's addictive 
because you can soon obtain 
a destruct code. Out collec- 
iing the lot takes quite a 
while (not yet achieved by 
the way)! After each game I 
wanted to ,pJay more and the 
inter-game pause became 
annoying. Another frustrat- 
ion was that 'up' and down' 



V jiving my opinion 

On the game ( would like to 
say that on the mtay there is 
no reason given for destroy- 
ing the ship; is one needed? 
(Note: the Earth cofiision is 
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weff animated and 'alien'- 
lika, and of a nice size. 
There's some indefinabh 
quaiity about this gome fftaf 
makes you want to fitay on 
and on — perhaps this is 
what many games lack these 
days, PfayabHity is an essen t- 
iaf ingredient of maie-type 
games, otherwise you 
quickly iose interesL Hike the 
way you can pick up an extm 
man, not just by scoring a 
certain amount, but the extra 
men are dotted about wait- 
ing for you to find them — 
and you certainty need them. 
There ere a number of feat- 
ures to discover, like the a/- 



fire power. The only disadv* 
antage of doing this is that it 
prevents you from wearing 
the protective power suit, 
The overall feel is one of a 
weiJ thought out game that 
has a lot to offer. 1 can't wait 
for the next one from Micro- 
mania.' 



CUMMENTS 



Control keys: IM/M left/fight, 
A/Z up/down, remaining 
bottom row to fire 
Joystick: Kempstoo, AGF, 
Protek, Sinclair 2, Ram Turt>o 
Keyboard play: very 




on the Kempston were rev- 
ersed. The maze scenario 
may not be highly original 
but if it is done well then it 
should receive credit. In fact 
the maze from ancient days 
has been a subject of fascin- 
ation and innovation. So 
long may it live/ 

• 'Maze games don't seem 
to be so common now as 
they used to be. A wider 
approach to the maze idea 
has been given to this game 
in that each screen is very 
detailed and has its own 
playing area designated to it 
The thought of wandering 
around a huge, viciously in- 
habited space ship to collect 
eight destruct codes is quite 
daunting. I found it wes very 
easy to get lost in Project 
Future, so a map seems 
essential. The graphics are 



coves you can duck into to 
avoid the nasties. Sound is 
very good indeed, well used 
and not over-used. A good 
idea, well implemented.' 

• 'Micromania haven't 

released a game for what 
seems ages, out it was worth 
the wait. I he graphics On thi^ 
game are excetlem and col- 
our is used so as to create a 
very attractive games. 
Project future is a verv oood 
maze shoot em up, a bitlilcaa 
'Berserk' game but with a 
purpose. Sound is used quite 
well with the usual accomp- 
animent of noises you'd exp- 
ect from this sort of game. 
Picking up a gun on your 
travels will re -energise your 



responsive, eight'diradioAsI 

movement 

Use of colour: excellent 

Graphics: very good, 

smooth anddaiailed, good 

size 

Sound; exceltent and tuneful 

Skill levels: \ 

Uvea; 5 

Screens: 266 

Gafiaral rating: very good, 

addictive and everyihing 

works really well 

Usd of computer 88% 

Graphics 92% 

Ptayability 92% 

Getting started d€% 

Addictive quairties 91% 

Value for money 69% 

Overall 90% 



1 



SKIING IS BELIEVING! 

THE ONLY 3-D SKI SIMULATION 




START 



FINISH 



» • * 

• ♦ ( 



SPEED 



COURSE 

[Oil TIME 00^ 00. 00. OOTJ 



FAULTS 00 PRACTICE ON OFF 

SAFE ROa ON OFF 
PASSED poo' VIS 10 M. ROLL 50 



SKl^A 







Ski it and believe it - your life Is in your hands! 



YOU design the courses 
YOU take the chances 
INFINITE course variations 
PLUS competitive gaming 




ONLY 

AVAILABLE FRO/WALL 
GOOD COMPUTER SHOPS - NOWf 

Keyboard or Joystick compatibfe (usfng Kempston, Protek or tnterface Two) 



100% 

MACHINE 
CODE 

48K SPECTRUM 



£7.95 




YOUR PLANET NEEDS YOU! 




sop o/feaeA Cras^ Mtero 



MaffOnter itemi 




Postcode. 

CRASH (Subs), PO BOX 10. LUDLOW. SHROPSHIRE SY81M_ 




s^liarh 



ROBOT 
RUMPUS 

Producer: Atlantts 
MemQry required: 48K 
Retail price: £1.99 
Language: machine code 
Author: S P Ralfe 

Another bud get -priced 

game from Ailantis for those 
with a quick haf>d and fast 
eyes, VQur object is to help 
Rory Robot stop (he rebel 
robots from gaining conrrol 
of A complex. To do this you 
need to cotlect all the pow^r 
gems from the various 
rooms in the game and esc- 
ape to the next room. Each 
screen is composed of five 
platforms of varyii^S lengths 
and each positioned dirfer* 
ently. In each platform are 
two power gems which can 
be COltectep. Between the 
platforms, enemy robots sal) 
along at speed, bouncing 
back and forth. Rory starts 
off at the bottom (the onty 
safe spot) and the idea is to 
nip tip and run over (he 
power gems then get out of 
the way of the other rotxtts. 
When gems are collected, 
the resulting ho(e feft in the 
platform can be used to get 
tip higher, although it is 
n I ways possible to nip up the 
edges of the screen round 
the ends of the platforms bs 
well When all the gems on a 
screen have been colteaed 
an exit appears at the bottom 
of the screen for Rory to 
leave by. 

£ach room has a different 
tayout of plstfonms end each 
time you play a game the 
screens are randomly alter- 
ed. By room 16 the rebels are 
getting angrier and iife be- 
comes more ditficult- 



CRITICISM 



• 'Hobot Rumpus is a fairiy 
fast moving game which ts 
retativeiy psayabie. i enjoyed 
the game for a white but its 
ovetstt objective and the 
gan^raf n^tatetisfsft^ 

mads ft r^thsr uneMciiing. it's 
a good budget game but 
taatng in vartation. ' 

% ' Budget ganr}es ore of nec- 
essity fhiiiy simple both in 
^Vitent and ^raphica) app- 
eamnce; Uie important thing 
is whether at the end of the 
dBy they are worth the mon- 
ey, end I would say thet 




'Vnv' mrw ^*m pm t mr T^hot ml thwcnntt* of thm wermmn m ttOOOF 
RUMPUS Gtfftt ei> tM coitmct*d*t* trntran th* top rwo plttitormw. 



Robot Rumpus is weif worth 
the 2 quid ft does have the 
constructionai took of a 
rather old SASfC-type g&me, 
and there is no variation on 
the piaying theme- On the 
other bandit is fast and quite 
difficult, relying on quick res- 
ponses and accurate key or 
foysticii controi to beat the 
enemy robots. Once you get 
the hang of it, a certain addic- 
tiveness creeps in because 
you keep wanting to beat (he 
next screen, f/rfust say t en/- 



oyed /f, af though I wou/d 
think younger players would 
find it more appeafing m the 
long run than the general 
arcade freak. ' 

• 'This game is very origin- 
al, ) can't say I've seen any- 
thtng like it before except 
perhaps a slight resembi 
ance to Factory Breakout. 
The graphics in this game 
are quite cute in the sense 
that they are different and 
very imaginative: they're 



<^iDurful, and cheerful. The 

game is hard to play et first 
ut this quickly wears off as 
Jftiu get into the swing of it. I 
ound I could complete 
screen after screen without 
too much t)other. Probably 
appeals more to the younger 
piaver, but quitegood value.' 



COMAffJVTS 



Control keys: 0/P left /right, 
CUZ up/down 
Joyttidi: Kempston 
Keyboard play: sensible pos* 
itions, a little finicky on 
movement of Ror> 
Use oF colour: average 
Graphics: average, but quite 
fast 

Sound: simple with sofne 
tunes 

Skill I e vols: 1 
Lives: 4 

Genofal rating : although 
lacking in content, still 
playable, mildly addictive 
end good value for money- 
Use of computer 60% 
Graphics 57% 

Piayabilrty 6S% 

Getting started 68% 

Addictive qualities 4S% 
Value for money 60% 
Overair 61% 



BBAMRIDER 

producer: ACTIVISIOIM 
Memory required ; 46K 
Retail price: £7.95 
Language; machine code 
Authgr: DaveRolfe 



Some months back we re- 
viewed a game called G- 
force by Eurotoyte. Besm- 
rider is a 3D version of the 
game and more resembles 
the arcade original on which 
it is based. It is a shoot em up 
in which you control a fighter 
which can move left or right 
at the base (or front) of the 
screen. You are sitting on a 
grid of lines which travel in 
semi -perspective towards ; 
the horiion Down these \ 
beamed grids come enemy 
alien ships of various types. 
Hazards er>count)ered 

{depending on sector) incl- 
ude White Saucers which 
hop from grid line to grid line 
before settling down. Red 
space debris which can only 
bHB dodged. Yellow Chirper 
ships, Green Blocker ships. 
Green Bounce craft. Blue 
Chargers, Orange Trackei^ 



and Reef Zig Bombers. The 
hazards invulnerable to your 
laser must t>e avoided or tor- 
pedoed, but you only have 
three torpedoes per sector 
and these should be saved 
for real emergencies and the 
large Mother ship that cros- 
ses the horizon from time to 
time and earns a huge 
bonus. 

The antics of the hazards 
are not random. green Block 
ers will lock onto the beam 
on which you are sitting, 
swarms of them appearing if 
a Mothership is about to 
appear. The saucers fire 
down the bean^ at you and 
the Blockers atisorh your 
shots, Each sector contains 
fifteen saucers which are 
ostensibly guarding the 
Mothership. A counter at the 
top left tells you how many 
are left. When they have all 



been destroyed the Mother- 
ship {or Sentinel Ship} will 
appear. There is also a way 
of earning additional lives by 
allowing a Yellow Rejuven- 
ator ship to make contact 
with your craft. Shooting it 
will turn it to red debris 
which kills if it hits you. 



CRITICISM 



# 'Beamrider is quite an 
Ofiginal shoot em up. it's a 
3D type game in which you 
basically shoot at almost 
everything you can (eKoept 
Yellow Rejuvenators) The 
action is fast and furious, 
especially at levels 10 and 
above, the graphics are okay 
but not really fantastic, txJt 
the game itself makes up for 
this. Beamrfiferl ts b good 
Shoot em up and is a wel- ' 
come addition to the Activis- 
ion range. Overall, fairfy ad- 
dictive to sa y the feast. ' 

9 'The effect of perspective 
is reasonabfe with the reefiat' 
ing beams and forwards 
moving horizontal beams. 
Graphics are not detailed but 
they move smoothly and 
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mii!£^ 



very fsst. What makes Beam 
rider a c fever shoot em up ts 
the way the various nasties 
acL Blue Charaers have an 
unp/easant habit of tskmy 
seconds to fade off the 
bottom of the screen, thus 
trapping you if un/ucky. The 
Green Bouncers dart up and 
down beams, switching 
beams at irregufar distances 
from your craft so you can 
never be sure what they wiif 
ffo next. The game is simple 
to took at but quite compfex 
to pt&y wetf and is certainty 
addictive. Lots of sound 
helps the fun/ 

• 'I thought games like this 
had gone out of the window 
V^ars ago, well on the Spec- 
trum anyhow. It seems as 
though the theme has been 
revamped soniewhat and an 
attempt has been made to 
give a true 3D impression of 
^eamritJer'- It seems to me 
that this game wilt suit rriany 




Two whjt« **ttt^rt *Opt«*ch down 1h* t»*vnt roiVJi/dB in Actifti^ ittn'M 

BtAm/nDcn. 



talents of different people, 
namely quick ihinking. quidk 
reacttons, good hand /eye 
co-ordination and a 
muscular firing finger. The 

SI a me prouresses quite well 
rom level 1 to the higher 
levels where there are far 
more objects whizzing about 
on the screen that tend to 
make life truly impossible. 
The graphics don't take 3D to 
the extreme but are effective 
and fast. I especially liked the 
flash iiig border when an 
alien is destroyed which 



adds to the atmosphere, 
even though this is a com- 
monly used device for expl- 
osions, but it seemed to work 
well here. Beamrider turns 
out to be quite a fast and sur- 
pristngSy addictive game/ 



COilfME/VrS 



Control keys: 0/P left/right, 
Z to fire laser, Q to fire 
torpedo (forward on joystick) 
Joystick: A poor point about 
Activision games is that they 



fail to mention joy stick 
options on the inJays, but 
you can use AGF, Protek, 
Kempsion, Sinclair 2 
Keyboistrd play: very 
responsive and well laid out 
Use of colour: very good 
Graphics: above average, 
not too detailed, but fast 
Sound: very good and plenty 
of it 

Skill levels: 3 (level 1 starts 
sector 1 : level 2 starts sector 
5, and level 3 starts sector 10) 
LJv^: 3 plus rejuvenalor 
Screens: 1 

SpecJalfeaturos: 1 to 4 
player option 

General rating: a good, f^l, 
addictive shoot em up. 



Use of computer 
Graphics 

PJayabtlltY 
Getting started 
Addictrve qualities 73% 
Value for money 54% 
Overall 68% 



74% 
70% 
76% 
69% 



RATTLER 



Producer: Atlantts 
Memory required; 4SK 
Retail price: £1.39 
I Language: BASIC and 
maonine code 



Rattler is based on the old 
snake in a garden eatirvg 
things game, but it has some 
unusual features to It. For a 
start off the snake is con trol- 
led with only two keys on a 
clockwise/anti-clockwise 
basis, The object is to eat all 
the eggs as they appear, but 
another unusual feature is 
that balls are sent sailing into 
tite playing area and these 
must not be allowed to hit 
the snake or> the head, 
although Ihey bounce harm- 
lessly off tts sides. The snake 
must not hit any walls Of 



double back on itself. Progr- 
essive screens offer more 
difffcultv by adding walls 
inside the playing area. After 
the eggs oni a screen have 
been eaten, a door opens up 
at the tKittom of the screen 
for the snake to exit to the 
next screen, Wtth each egg 
eaten the srtake gets lortger 
as well. 

An option menu allov^ for 
the selection of playing 
speed (9) and revel 115), and 
an extra life is gaimed with 
each completed screert 

CRITtCtSM 

• *As with the other Atlantis 
game Robot Rumpus, this 
one is a bit old fashioned, but 
well implemented generally, 
and quire good fun. I found 
(he rotational control a bit 
confusing because the temp- 
tation to press a key twice 
I {which ties you in a knot and 




kills you off If ts quite strong, 
and an over- long key press 
wilt achieve the same thing 
of course. The addition of 
bouncing batts is novel and 
makes the game difficult. 
Although on the easier levels 
Rattfens playable, it does get 
rather hvsterical on the high- 
er ones, especially if you go 
for d fast speed! Not bad 
value at all, bMt tgein, I think 
it's more likely to appeal to 
younger players.' 

# Wo prices for guessing 
what this one is. Rattler is a 
fairly r^asonab/ff version of 
the weti kr^own game which 
responds to keyboard ptay 
quite weft. The two c/ockt 
anti-ctockwise keys are eas- 
ier to use than four direction- 
al keys, but they take a little 
getting used to. The game 
has several options to make 
It more difficult tjut interest 
soon dies, t remember play- 
ing Spectrum games Me this 
almost two years ago I Budg- 
et software is okay for get- 
ting cheap old arcade vers- 
ions, but let's try to go for- 
ward a little b/t.' 

9 Primitive games never 
seem to lose their grip on the 
cheapo market. This one, I 
must say, must be one of the 
earliest type of programs 
written. Being primitive 
doesn't mean it's easy, if 
anything, totally the oppos- 
ite to this. Although the idea 
is simpte (just guiding your 
ever-stretching snake and 



collecting eggs while avoid- 
ing balls) it IS extremely dif- 
ficult to play. This is probably 
where its lasting appeal will 
come in, just to see how long 
you can get your snake. Not a 
game that i would tell you to 
all rush out and buy, but it 
does prove that an extremely 
simple idea can be quite eff- 
ective* 



COMMEIVrS 



Control keys: N/M rotate 

left/right {use cursors on hi- 

score entry, this is not 

mentioned anywhere) 

Joyttkk: not really needed 

but Kempston 

Keyfxtard play: simple but 

hard to start 

Use of colour: effective but 

simple 

Graphics: simple, fast but 

sm oot henough.>theballsare 

effective 

Sound: some tunes, not 

much else 

Skill toveb: 3 speeds, 15 

levels, 4 ball difficulties 

Screens.: 1B 

Gerterai ratir^g: a simple 

aaine ^dea whtctt works well 
Mcause of the playing 
options, good value for 
younger players. 

Use of computer 66% 

Graphics 40% 

Playabilttv 50% 

Getting started 52% 

Addictive qualities 45% 

Value for money 62% 

Overall 53% 
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PemQn^iity Control System 



No. 1 Golden Square. London W1 R 3AB, Tetephone 01-437 0626 



The CRASH 

HOTLINE 



Thdrd nrft a lot of new enlries to thit month's ch«rt« 10 in ftd. 
Trifogies, completsd or incomptete are the ti&p winners though, nvith 
yKiin«t«'s Knight lore «t number ^,i/r>tfsrwu/ide at numt>er 2 and 
Sabre^ Wuff sliFi Ckiing well at the numtwr 5 slot And in tHtwean 
Beyond s Oo&mdafk 's Revenge si}d Lords of M/dnigMsUrwi at 3 and 
4 respectively, with Dooffidark having ciimtxsd a massive 39 pJaeas, 
f|««nnn«'$ Stafstrik& makes another climb, up 4 pJacos to This 
month's number S. first oi the n«w entries is Ooamn'sMstchdsy. in at 
number 9: and the other new entries include Bootf. Chostbusters, 
Atrwoif. Cyctone, Boulder Dash^ Go hr Gold, D&ui ex Mschma, 
Turmoil and Sltvs Davis Snooker . For Rnbird. Booty is ihe first 
budget priced gome to make a bio entry in Thte CRASH Hot Sine Chart. 
Vortaxaro doing well too, with all three oi Co^ta Panayi's 3D games 
in the chart. Anarasd 2 ii\\.\ clinging on at 50 Mkro«4i4i«re's amaiing 
SkooS Daie looks set for as long a stay ae theiir htghiy eckiicAive 
Wheeiie. which is thfs month's number 34. 



There's a few nrnvaniriM in the AdvCMiture Chart as wafL but predkt> 
ablY the number 1 slot goe& to Bayofid's Doamdark's Rv^fonge. 
M yiaf improve their positicn. up to nun%ber 2 withOt/r of tha 
Shatiows, and TirNa Nog, aiso featurir^ in the main chart, leaps up 
from 1@ to 4 for G^rgov^ G*me«. The second ever game from 
Oeft;ft». ffunm ofZenaos mftlce$ a First time appeararKe this month 
at the high spot of numt>er 6. Gafn^ Wortnlicifi hang onie their 
position well. {JOwn a ^Ot to number ^0. VaMa//ap<>|»upagainal20, 
and new en trie* from In tw r ea p fc w with Message from Andromsda. 
Arrowvoft with FUgfit from tha Dark, Domwii's Eurokal maites it In at 
25, end the enigegingly hunnorous Valkyrie I? from the Ram Jam 
CotporvtkMi appears for the first time at 29. 



BRILL 'N' FAB 
HOTLINE PRIZES!! 



Whether you phone or write in. all names go tnto the 
voluminous bag 10 be drawn monthly First out receives 
£40 worth of software plus a CRASIH tee shirt, and the 
tfVQ runners- up receive three issues of CRASH tree plus a 
CRASH tee shirt 

Others may try ancJ copy us but the CRASH HOTLINE 
CHART IS the one that counts^ and you are the people that 
make d count. 



YOUR VOTE IS EXTREMELY 
IMPORTANT — USE IT PLEASE! 



THE CRASH HOTLINE PHONE NUMBER IS 
0584 (Ludlow) 3015 



HOW TO USE THE CRASH HOTLINE 



1 

PiHt* «»*» Mw*|r. tpttng QIC imrm tnd adavM $K*t drttcuH' omi iM yn^ Rwt owdh 

■twtti^ nWi Ifia r^imbtf on* 

MM I to lA Aaimth*ly iKu rl^ vand • MMr 4i you dont Mnt la cul i4p tha ''US 

I out H bMT Wiei U* d ■'■ 








I 



CRASH HOTLINE WRITE IN COUPON My top five tavounte programs m descending order 
Please use block capitals and write cteariy} 



are: 



Name .....,.,, ..-.. Iim^ 

Address — . . ♦,♦.,.*,.. ^ 



PRODUCER 



Postcode 



Send your coupon to CRASH HOTLINE, PO BOX 10. 
LUDLOW, SHROPSHIRE SYB 1DB 
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Th>0 Hotline Winner this itiOnth is Scott R^ilty from CarntYna, 
GIttMOW, who gets the £12 worth <yt soltware^ The four runnet« up 
are; Miffc HodgMHi from Lower Earley. Reading. Berks; Gir«h«n 
Cinon of Cl?v«levs, Blackpool: Sttprmn GrifHth* from Crosby. 
Liverpool; and Carlos A/tih from Wood Gfmh, London NI22 



TOP 50 FOR MARCH 



(fiffuiwiiftptTvhil>ttitmdkM*tMStmot>m'sfioiilionf 



1 iW} KNIGHT LORE Ultimate 

int^ UNDERWURLDE Ultimate 

3 f42) DOOMOAflK'S REVENGE Beyond 

4/ 4/ LORDS OF MIDNIGHT Beyond 

5 f n SABRE WULF Ultimate 

6 ( S) DALEY THOMPSON'S DECATHLON 

7 i 3} MONTY MOLE Gremlin Granhrcs 
Bn2} STARSTRIKE Realtime 

9 (—} MATCHDAY Ocean 
10 ( 7/ PYJAMARAMA Mikro-Gen 
ri f3/;SK0OL0AZE Mlcroshpere 
M{ 5; MATCH POINT Psion/Sinclair 

13 ^24;TrR NA NOG Gargoyle Games 

14 {Wf AVALON Hewson Consultants 
15/— ) BOOTY Firebird 

16 r 5;^ JET SET WILLY Sofiwc*. e pi ujtus 

17 {..S} AT1C AT AC Ultimate 

18 /—) GHOSTBUSTERS Activist n 

19 (J7f MANIC MINER Software Projects 
20 1' 5; FULL THROTTLE Micromega 

21 {—) AIRWOLF Elite 

22 (^) CYCLONE Vortex 

23 {48} JASPER Micromega 

24 (—} BOULDER DASH Front Runner 

25 (35) SHERLOCK Melbourne Hous« 

26 (26} DARKSTAR Design Design 

27 rr5;TLL Vortex 

28 {32} AMERICAN FOOTBALL Argus 

29 (37) BACKPACKERS/UNIVERSE Fantasy 

30 (25} BEACH HEAD US Gold 

31 (—} GO FOR GOLD Hill MacGibbon 
Z2(73} LUNAR JETMAN Ultimate 

33 {40} FIGHTER PILOT Digital Integration 

34 (20) WHEELIE Microshpere 

35 / 19} AUTOMANIA Mikro-Gen 

36 (211 CODE NAME MAT Micromega 

37 (22} CHUCKIE EGG A&F Software 

38 (23) THE HOBBIT Melbourne House 

39 r— ) DEUS EX MACHINA Automata 

40 W;JETPAC Ultimate 

41 r— ) TURMOIL Bug Byte 
42/35; THE QUILL Gilsoft 

43 (38^ PSYTRON Beyond 

44 (28} TRASHMAN New Generation 

45 (—) STEVE DAVIS SNOOKER CDS 
4Bff4} MOON ALERT Ocean 

47 {33} AD ASTRA Gargoyle Games 

48 (30) FRANK N STEIN PSS 
^Bfm KOKOTONI WILF Elite 
50 {46} ANDROID 2 Vortex 



VOTE for the 

CHARTS 




Tlli$ month'm AdventurQ Chart Winner i»$iM«ii JoU«vO'r WarrinQton, 
QlAStlire, and she raceivtts a voucher for £12 worth of «oftwAf«. The 
runrMft-upare: J. Harvvyfrofn Breaston. Derbv; L«vMi« Co4vh1 fromi 
WhittEasev. Lmis; Al«i Gough of Hyth«, Southampton, Htnts; af>d 
CJ Bttdk from HotbBrham, who aach ^t 9 T-thirt. 



ADVENTURE CHART 



m^itmittpt me t lmal ti n dl e m im ta m ffmnb'tpvMbe^ 



DOOMDARK'S REVENGE B 
^{ ^/ OUT OF THE SHADOWS Mv 
4 (18} TIR NA NOG Gargoyle '^^-^ 
5^ 7' RETURN TO EDEN Le 

RUNES OF ZENDO 

SHERLOC! 
a , j; KENTILLA iVMcrorHega 

9 (12) TWIN KINGDOM VALLEY Bt - " 

10.^ ^'TOWFR OF DESPAIR n^rrr 

I HAMPSTEAD 

'» THEHOBE" 

1J; u;SNOWBALi>u-vt:i. 

14 'f^j QUEST FORTMF wof v nRAfi nm^^ 
1 THE HULK Af 

1 waydorim: 

1 7 r I n THE FINAL MISSiON ' 

18 {24} URBAN UPSTART Shepneru 
t9 {72} ORACLES CA^'^ r> -- 
20'' ) VALHALLA L 

MESSAGE FROM ANDROMEDA 
ceptor 
22 \^^f avaLON Hewson Consi: 
23/—) FUGHTFROM THE DARK ^ uw u>uu^s 
24 ^^^?/ COLOSSAL AnVFNTURF I rvpl n 

7 EUREKA Don 

: ELNORS LAIR a 

2/ HlPOFDOOMAitu 

28 -'.JLO. uOLDEN APPLE Artie 

29 /— ) VALKYRIE 17 Ram Je 

30 ^2 ?,' MOUNTAINS OF KET 
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PROJECT FUTURE - Your mission to teleport aboard, 
and activate the Self Destruct System, of the dreaded 
Star Ship FUTURE. 

The SS FUTURE is a huge labyrinth of a Star Ship, 
covering 256 screens of the most amazfng high 
resolution graphics ever seen on the Spectrum. 

FEATURES: Internal Teleport System, Space Scooters, 
Lasers, Hyperblasters, 8 Destruct Codes, Energy Barriers, 
Defence Droids, Arcade Standard, 100% machine code, 
Amazingly Smooth Graphics. 

THE ULTIMATE ARCADE ADVeiTURE 



MI©i®MAINI^ 



AVAILABLE NOW FROM ALL GOOD SOFTWABE OUTLETS OR DIRECT 

PRICED E6 95 IMC P & P FROM; 

MtCROMANtA, U LOWER HIU RO.. EPSOM. SURREY KT19 8LT 





T'Shirts & 
Binders Offer 



iOnat TttkU in NotKuaiHy 
]10(rK> ootton w#t double Btltchino 
I node «nd shCHidBr seamt (or 
ttng wear ThrM iom, in black 
I a brW CflABH dasign in tttf M 
colours. 

£4.50 Incl Q&p 




M^*"?^ 







CKif 'at titnaw ooesn't jiHt k)Oh 
enwa wWi tts eJlvar blocked 
logo and dsk blue Itntsh 
IV* also strong enotigh to ho4d a 



Build vours«H the mo&t comprehensive manuat on Spectrum 

toftwarfr ever seen! Save your Issues of CRASH month by month. 

«nd turfi' ih«m »nto the ^ard cover with the tatiening aoH centres 



>sar's supply or CRASH away 
itom yoyf frwrxte? Are! rts Ofily 
C4.90 iTKluding postage and VAT! 



FREE IN-DEPTH 
INDEXI 

As Uoyd Uangram mentioned In 
hia lelters page, he's been Idd to 
90! It l&gethief (we've ^eneroualy 
provided Mm */i9\ a seoon^l Italy 
daak) and oroemse am Irtdex ftx 
tie IS latuM your binder will hold. 
The hideK la alMoMaty FREE 10 
anyone who onfam the b^tder and 
wUf be sent automaticaity i-n Janu- 
ary, 

So maks sure you turn your 
isaues into the CRASH Spectrwn 
Software Encydopaadtal 



Be a Superior Alien witti your very own 
CRASH T-sliirt and sweatsliirt! 



aend me ^.CHASH T'elilfta Nania:_ 

Cti E4.50 su HO La Mtkmn . 
..Sweatahirtca £8.95 9ailDlja 



_CfU»4 BindMB) 



mUM iencio«aOhaqMa/PO(»yeb(Qle CRASH MiCnOE. 



(?v«r**n pn)m9 fitmm add 40p) 

CRASH MICRO, Freepost, Ludlow. Shropihlre SVeiBR 



....J 



H.V.aSa-W'i-ro1o.e;P^' 



AND 



B«fore we tell you about the new 
excitmg Commodore 64 games review 
montti4v 2ZAP] 64 (we know it doesn't 
interest you J let's tell you why tt does 
Mtncflf n you. As ■ regultf ivvder af 
CftASH you must know some friends 
who own « Commodore 64 computer, 
who hove been rrioaning about thefact 
that as a Spectrum owner you get to 
read a magazine like CRASH, Now if 
you do know fiome underpfrvileged, 
almost magajtine-less Commodore 64 
ownvrs, you could tell them about 
ZZAP! 64 and get them to subscribe. 
For every subscription we receive on 
the forrn below (or a photocopy) from 
your friends., you'll receive a free 
CRASH T-shirt worth £4.50 ! 



n Now we'll tell you about ZZAP! 64 

The first issue of ZZAP I 64 is on sale 
from April 1 1th, Uke CRASH, 22AP! 64 
will be packed with exciting features 
including 

• Highly detailed reviews of all tbe 
latest 64 games 

• Stacks of playmg tips «nd game 
maps. 

e< A special chart of readers' favourite 
games 

• An advefrture section by Steve 
Cooke (/'CG's White Wieard) 

• Hi-score pages with a bold challenge 
10 top-scoring readers 

•A regular column by 'Yak the Hair/ 
Jeff Minter 

• letters land answers I, news, gossip 
and eompetitions 

HAP! 64 is moTfthly and costs 9Sp 
I from a newsagent, bu( your frier^ds can 
jet a discounted subscription with this 
form, and as a subscriber they'll be en- 
titled to claim 50p off any item they 
order from ZZAP I 64 Mail Order, which 
is run from the same depaftmentas 
CRASH Mail Order (same people in 
facti! A subscription for 12 iissues of 
ZZAPI 64 costs £14-50 (post included), 
but witln^ this form it costs only £10 
(post included} and the offer lasts until 
Vpril 30th. 



So if voii don't kr>aw any Commodore 

64 owners, now's the time to make 
fricindsl If you do, get them to sub- 
scribe and it's a free CRASH T-shirt for 
each one just for you. 



.wea^"^ 



outblf"^ 








m 




"evit 



"flO 



"iPta 



*><«» 



This spectBl affar kmit unllU Afirtt 30th \3e^ FbrlhaaMjpon tDmn lo be valid it 
must be soconipanied by ttif ooma piyrn«nt from ^fur frwnd in chaqiM of 
postal order torm. Cl«h ti MMpttd bul not r«oonvn«nd«d- At toon « w« 
racei ve form «ncl p«vment your CRASH T-itiin Mrill b* dnpirtdiiKl id you . 
PI case efrtursllu fCKTTt it ful^vcomptoied. 

My 'CommocSarB G4-awnina: Itmmi wCxiW Iik4 In wiMcrili* to lite oxcibng now 
iZAPfSAtti»nmvtr»a»^n*h< Ui^suetMttHHiKWfrfWKtofaaUSH 
Header ' discoiint pnaomO (posi Includadl kwlMdef C14S0, ■nd 1 111011111 Mh 
to rwaivq mv h«* CRASH T-shln. 

Mv rmma n (CRASH nudn-]' 



MyKtitrest ic 




roMbOdft 


PlMM Stat* T^ »rt Bin L/M/S : 

My rriflTHd: wto a •ubacnbirtfl toOAPI M is; 
Name 






Address 








Potlcode 



And he.'shi? enclose* a ch«que^poil*l or<J«c for £10 tntda paiyaU* to ZZAP! M 

ZZAP! 64 SUBSCRIPTtONS OEPARTMENT, PO BOX 10, 
LUDLOW, SHROPSHIRE SYS 1DB 



'ZZAP! 64 ' a 'CRASH' »n both HBwsfimtd Publications 




SOFTAID 

After Band- Aid, comes Soft 
Aid, brainchild of Rod 
Cousons of Qujcksilva. 

The project has aiffiady 
won the seal of Bob 
G»ldoH's approval and is 
being supported by quite a 
few of the major names in 
the software world. 

A package of garnes is due 
out this month, which wilt 
incfude music from the 
Bend- Aid 'Feed the World' 
riftcord and ten recent best- 
selling Spectrum programs. 
All this for £2.99 means it's 
good value and the fact that 
proceeds from the package 
will help the Ethiopian 
Appeal should make the Soft 
Aid compiiatlion pack a must. 



CHASHbtinn* 

youthm 
ptiotogrmphm no 

dmrmprintl 

f wryon* «la* ft 

ofB*tidAid*tmr 
BOB GELDOf^. 
but HT* Athjw 
you 'd far rmtttwr 
I.Q« Hjp/c of ROD 
COUS£NS of 
Qufckiihm who 
is To SOFT AiD 
whmtBOBittti 
BAND AID. 
Ovn'i 9*yw* 
artti'tdMring 



^HE TALE OF TWO DINNERS ' 




It seems that en atf of 
naughtiness has pervaded 
the Computer Trade 

Assodttion this year, or at 
least their agents. 
Turr(rt-> Wheat land, 

publ ishers of Letsure 
Electmnics Trader and 
organisefs of the LET '85 
Internationa! Trade Show 
which takes place this 
month, dropped us a line the 
other day congratulating us 
on our nomi nation for the 
Computer Trade Assocfs* 
tion's annual awards. 

T-Ws magazin.e, LET. is 
the official journal of the 
CTA, and the awards will be 
presented at a posh dirtner 
organised for the purpose, it 
seems. We were invited to 
come to this dinner — *, . , to 
hear the announcement of 
the award winners — and to 
be there to collect your 
award if you should b^ a 
winnef.'. 

'How sweet *, we thought, 
■ , , wonder what category 

t&'ve been rtominateo for?' 
phor>e call or two later, we 
iaarnt that we HADN'T been 
a^minated for anything. 
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Comcideniafty, we heard 
that another firm which was 
taking a stand at the 
e><hibJtion, kike us had been 
tofd they had bean 
nominated' for an ai/vard 
and invited to the CI 6,95 a 
head beano ... to hear the 
annourtcement'eic. Oddiy, 
they too had checked, this 
time with nc less than three 
people at Tuf ret-Wheatland, 
and had also been told that 
no^afteraJljhey hadn't been 
nominated for an award. 

Begjin to smell a Roland 
somewhere? 

One is left wondarina how 
many peopte on the exhib- 
itors mailing ! ist for the LET 
"SB show were 'nominated' 
(or an award — and more 
interestingly, how many 
coughed up the greater pan 
of two hundred quid for a 
(able at the dinner in the 
belief thai they stood a 
chance of picking up an 
award- 

We hereby ruxninale 
Turret 'Wheatland for the 
CRASH annual av/ards, and 
would be happy for them to 
join us for a pie and chips 



pub lunch in Ludlow to heaf 
Pur announcement of the 
award winner — and be here 
to collect their award if they 
should be a winner. 

Ttckeis tor the CRASH 
Award Pub Luncheon are 
avaliabte to award nomir 
at £13.50 each, and a tabh 
our local may be booked at 
the all-inclusive price of 
£135.00 for ten. THESE 
PRICES INCLUDE A HALF OF 
OLD ROTGUrS 
FLATULEf^CE SnTER AND 
COMMEMORATIVE SEER 
MAT, All bookings should be 
made ig, to our Mr 

Cunnir:^ -chegues 

made payable to the CftASH 
Slushfund, No 1 account. 



The CftASH team will be at 
the LET'SS show, probably 
existing on sandwiches 
despite Turret-Wheatland's 
efforts, and we'll bnng you 
news of all that's new and 
wonderful at the show in our 
April edition. Somehow, I 
doubt we'll be publishing a 
list of the CTA award J 

winners. ^b 



GOT A NEW 
MOTOR? 

Hah I Dk'tronicshave got it 
wrong — but it takes a 
M/'nder fan to catch the hit 
out. They're launching 
Minder, which is based on 
Thames TV's series and stars 
Terry and Arfur in '. . . e true 
representation of the TV 
proqramme/ 

Vve're nit-picking really, 
and it sounds like a brill 
game what with familiar 
characters like Dave and 
Ricdtt together with a cast of 
thousands. But Arfur 
scurries around in his trusty 
'Merc' in the Dk'trOniCS 
version, according to the 
blurb — and we aM know 
Arfur drives a Jag/ Daimler 
don't we? 



MSX MAGIC 

'JVC is to embaric on a 
further series of nationwide 
MSX Dealer Worships, 
which follows the over- 
subscribed first series.' 
Computer Inide Weekly 

Well, if you've got faith in 
youi product.... 



IT'S THE 
OLIVER FREY 
SHOW.. J 

Good news for Oliphifiacs! 
Our illustrious Art Editor, 
Oliver Fray is mounting an 
exhibition of hisorigirxal 
work for CFIASH (and a few 
other people} in the Silk Top 
Hat Gallery in Ludlow, 

Running from 1st to 22nd 
April, it provides a rare 
chance to view the CftASH 
covers in their original, giant- 
size form, without all those 
words Roger (you know — 
dash Ed) Kean insists we 
must put on them, like the 
price and what's in the 
magazine — as if you weren't 
going to read the magazine 
lor yourselves, I mean really, 
sometimes Roger can be . . . 
aarghf 

fhB $)tk Top Hat GaUery is 
in Quality Square. Ludlow. 
itet- Q5B4 5363K and on the 
e\/ening of fridsy J2thonty. 
Oh ver wiii b e giving a talk 
which stsfts at B. SO. We ars 
not sure when Graeme wili 
be back yet. but are ringing 
the hospita! daily — ED 



IN'P'Ul 



CURRAH 
CONFUSION 

Some confusion seems to 
exist about the position of 
Currah Speech unds, now 
that Currah h»v«gon$ into 
receivership. WslwYn 
Systems made the units for 
Currah and when Currah 
want down were left with 
Vast' £;iocks of components 
and assembled units. Under 
the lerm^ of the contract that 
existed between Currah (as 
was) and Welwyn (as is), 
Welwyn are now allowed to 
saJI these stocks— which 
they are doing. Once the 
current stocks held by 
Welwyn are exhausted, they 
won't be able to make any 
more Micro Speech, Micro 
Slot or Speech 64 units, but, 
as they have hired Steve 
Currah himself, may well 
launch some new products. . 



'**PO«rAMT 



Dk'trofiics, on tfiie other 
hand, have hired a couple of 
Currah's research and 
development staff and now 
own the rights to make ex- 
Currah products for as long 
as they like. 'We've bought 
the Currah trading name, 
intellectuaJ property, tools 
etc, and will continue to seH 
and support the products as 
long as there isa market- 

Blace' says David Heelas, 
k' Ironies' MD. 
So now you know. 
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MANIC MODEMS 




Teleplione receivers aren't 
all they're talking about 
down at Prism, whose 1200/ 
75 baud modefn for the 
Spectrum was recently 
rtitluced 1o C69.9S. for the 
comparvy has sadly gone 
into receivership — which 
has already sent a few 
ripples round the induslry. 

Modems are certainly 
becoming ^ !a mode for the 
Spectrum, with Ihe Unicom 
modem — renamed the 
Oemon ^ due to have 
Spectrum compatibility any 
day now, We're currently 
Irymg to coerce QUI in-house 



hardware guru, Franco, to 
have a Iook at this area of 
activity, and with luck we 
should bo able to report back 
spon. 

Meanwhile, hete's a 
picture of an acoustic 
coupler sent to us by 
Dynamics. They tell us thai it 
should be available for the 
Spectrum within a few 
weeks. Sadly, they didn't 
date their letter, tell us the 
price or give a phone 
number so's we could ring 
and ask . further details, as 
and wtien iKf>v become 
availabte 



OFFENSIVE! 

Automata miay ije non 
violent, but they're certarnly 
offensive 

On the offenwve, that is, 
for Croucher and Penfold the 
Torvill and Dean of mud 
wrestling write to tell us that 
llitiy have just (yunched a 
wittily named "TO PACK ot\ 
sale for CIO- 

Crusoe. Ptfomania, 
Ofympimiafus. Yakzee, 
Mams Meets ths Bikers, 
Darti. Pi- Baited, New Wheels 
John, Pi-in'ere, and P/eyed 
are all included in this compi- 
lation, offered as part of (he 
Automata Spring Offensive. 

Has the little ptnknosed 
fellow lost his marbles? Too 
much brandy ano suffrage 
for Croucher? Full detiiils will 
no doubt be revesled by the 
boys in PortsmoijTh {OlC^ 
7352431 , . , how long can this 
lunacy last^ Get in quick, 
whife the going's r nnd 



YET MORE 
DALEY!!! 

If your joysticks can stand 
the pace of another bashing, 
Decathlon freaks will be 
delighted to hear that Ocesn 
is launching a follow up 
called Dahi/ Thon^pson's 
Super Test in May- H will 
feature 10 more popular 
events including cycling, 
swimming, canoeing and 
clay pigeon shooting. The 
Spectrum version will be 
priced at £6.95. 



48K GORE 

Anyone With a desire to feam 
all about those stringy bits 
which make up the Qverag« 
human body ■ or keenies 
swotting for Human Biology 
— will be interested in the 
new six-pack of programs 
(available on a single tape 
and accompanied by a 
colour booklet} called The 

Martech have involved Dr 
Christiaan Barnard as 
consultant on the project^ 
which probably explains 
why one title m the series is 
called 'Heart Operation", 
Hopefully, there won't be too 
many blood stained 
Speccies as a result of DIV 
heart transplant attempts 
prompted by the programs. 
fV3.95 for the complete 
package. 



SLOMOBACK 
AGAIN 

(Confusion fTkBY surround 
present status of that 
;Cunning Ifttte device, tlie 
fiLOMO,madebvNWd 
VAlley Micro Pioducti. n 
least because we told you _ 
that Cambridge Computing 
had gone to the wa 1 1 1 3st ^ 
issue. m 

Cambridge, fw^wever, 
were ooty making ihe 
SLOMO on i>ehaif of H\tm 
Valley Micro, who are alive 
end well on Thistle Hill, 
Kneresborough |Tel 0423 
S6448S} and wtx> will be 
happy 10 contir>ue supplying 
SLOMO'satCUJS 



% 
►^^ 
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MORE 
INCENTIVES 

If you've ever dream! of 
Owning your very o^^ 
arcade machine, coyghir>g 
up £6.95 tat Incentive's new 
release — Moon Cresia — 
would be a good move. 

Moon Cres fa's at ready a 
CRASH SMASH (see Page 
201, and Ian Andrew, the big 
Cheese at incentive — 
pictured here handing over a 
shiny new v^deo to Tom 
Frost, winner oHheif Ket 
Trilog ycompetition— tells 
us thai yer actual Moon 
Cresta arcade machine, as 
made by Nichibutsu, is now 
up for grabs. 

Anyone who achieves a 
score of 30,000 on the game 
can use the entry form on the 
cassette inlay to take pan in a 
draw for the machine, which 




tmn Andntw hMtdt owm thm vkho rwew^tvrprigm to TOM FROS T, w/nmH- 
9fmmKETTmLOOYcotnp»tttiott 



should take place towards 
the end of this year. Plenty of 



time to practice too . . .nice 
fellows, this Incentive crowd. 



APOLOGISE 
CORNER I 

Unfortunately, our eviewof 
Loderunner. by Software 
Projects was wrongly priced 

Oops. Software Pre jecis art | 
feally selling Lodet.jnner for 
£9.95- 

It wasn't our fault reafly | 
dept. - - Derek Brewster 
reviewed Curse oftne 7 
Faces recently, and credited 
it to Anic Thiswu^v/ront), 
because Imperial Software 
are the people l3Mn9j,fig i\ 
out. Artie tell us that they 
were ^^^u ndated with good 
protjrams, and decided to 
sh a f e so me of I hem w i t h 
Imperial . watch out for a 
sneak preview of Artie's 
latest effort, coming soon. 



A TALISMAN 

AGAINST 

CHAOS 



Our erstwhile strategist, the 
very lovely Angus Ryali, 
undaunted by the tong trip 
from London on his 
damaged motortiike, 
staggered into the CflASH 
office for an early lunch at 
4pnni the other dey with a 
fistfut of new releases from 
Games Workshop. None of 
them was to tj^ I ly completed, 
but all were in a viewable 
state. 

Talisman, designed by 
SLUG, is based on a Games 
Workshop board game and 
can be played by between \ 
and 4 pleyers in any 
combination against the 
computer or not, Through 60 
locations split into three 
sectors, players must build 
their skills in order to beat 
each other and the finel test 
of strength, ft is a sort of 
graphical a rcade^ad venture 
where each player can 
wander around the varied 
locations until something 
interesting or useful is 
spotted. Stoppirvg in a 
location will cause an event 

Eleasant or unptea$ant to 
appen. These events 
together with collected 
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objects or computer 
characters add to the skill of 
the player under the 
headings Strength, Craft, 
Lives, Go id and Spells. 

Chaos by Julian Go Hup {a 
member of SLUG) is a game 
of spell casting for up to eight 
wizards in any combination 
agair^st the computer. Each 
wizard is allocated some 
Spells Xq begin with and then 
appears as a character on 
scree n al o n g with i h e ot h ors. 
In tu rn you are aUowed to 
choose a spell from your list 
and cast it either for real or as 
an illusion. Heai spells have a 
percentage chance of 
successful casting while 
illusory spells always 
succeed, but can be 
destroyed if ar>other wizard 
uses his Disbelief spell 
against them. Once cast, the 
spell appears on screen ar>d 
all cast spells can be moved 
towa rds other wiza rds o r 
their spell characters accord- 



Ch»os 



'4 ^ '^ 



ing a movement range tahle. 
and then fired at the oppos- 
ing characters if they are in 
range. Spells have different 
strengths and may fight it 
out for a few rounds before 
one explodes. The object, of 
course, is to destroy all the 
other wizards. 

Aiso under theprogram 
loader name of Talisman', 
Angus showed us a new 
graphical adventure whic^, 
unlLiI a more suitable release 
name comes along, they 
have temporarily named 
'Hobbft's Revenge'. This is 
written by a school teacher 
called Alan Davits and 
boasts aroLind 3000 
locations with lots of 

Sjraphical views, Super- 
icially Wkm Lords of Midnight 
in appearance (it uses a form 
of landscaping}, this ^ame 
has more memory in <t 
devoted to the adventure 
text. In it you control three 
characters and the game 



operates tn real time. Objects 
and buildings can often be 
seen in the views yet not 
mentioned in the text 
description. Movement 
towards something seen, 
has to be carefully and 
logically planned to end up 
at the building's location, 
whereupon tt appears in the 
text. 

These three games should 
be out within days of you 
reading this, together with 
Key of Hope, the foltow up 
adventure to Towerof 
Despair, and or>e other, 
which may be released as 
the first ever Games 
Workshop budget game, is 
temporarily named 'Baram". 
TTiis is a ' Batitezone' tank 
game with relatively simple 
jpgraphicswhichsilowfor 
very fast scf oiling, making it 
the fastest ever game of Its 
type. Features include 
various tanks, armour 
(shields} and a firing range. 







i 



lirS^ 



k 



torn ROBIN CAMDIT 



This month saana to b« « fatimppr mofith of tifi« wh«t with myp^ 'ch' 
DoomdBfk's Revenge, Tir Na No<i Jind Airwtttf, po(t»B fof both 
Undeivturtde wid Knighflore plus much, much moro. So tti«r«'» 
plerTty to kmrp you occupiad for a month or two OfTiciaily I'm not 
supposed to give priX4» ta p«Opl« wha send in pokes ale but if you 
sand in HOfiw Qoldefi nougat of chvvvy information ihat is unique to 
you than vOu'U be able to have a ^upar CRASH T-SHIRT Anyway 
enough of th« Intro drivel and on with the lJp«. 



CHUCKIEPOKE 

FTrsI off (his month is a poke for 
Chuckie £gg. I'm afraid I haven't 
had time io chetk thi$ out 



Esas in stock, anyway it was 



Portsmouth. 

TvpeinMEBGE—^POKi 
24501,195- GOTO 1 When the 



m ai£ a d I roct cOTim a n I 
4Z83T,0 3t>d AAhHJOMIZE U5t^ 
42IW0 

KOKOrOfHIPOKE 

Thi s poke comes from PAUL 
'Bl of Leeds arvl it's lor 



infinite lives. 

MERGE " " When the screen 
comes up With the out of 
memory erro/ then type ^n. 

10 POKE 23633.0: CLEAR Z4100 
LOAD " " CODE: RANDOMIZE 
USR 65100: LOAD " ' CODE 
POKE 43742.0. RANDOMIZE 
USR 41712 



TtRNANOGON 
MICBQOMVE 

MR CHRIS BOWLER of Oerbv 
found OUT that the mk rod rive 
saving option on Tir N^ Nog 
didn't work. So heconiected 
Gar^oyie Games who told him 
fwjw lo transfer TirNa Nog\o 
mic rod rive, 

first enter program A arxf 
S^vS ill Oitiicrod rive a$ the t\^w 
fiBSder with SAVE ' "m" ; 1; 
"HWAMOCUNEIO 

10 eORDETI 0: PAPER 0; iNKftr 
CLEAR 26038: LOAD ' "m" ;1; 
"TITLE "SCREEWt; tOAD * "m" 
.1- "BTlRNAr*DG "CODE; 
RANDOMIZE USR 64T74 

Then NEW the program and 
ontsf progr am B. This loads in 
the pro^rann from tape and then 
SAVE* tt to microdf ive. after 
POKEirig the following machine 
code ill first: 



NUADA'SSmOHD- 
TiRNANOG 

Nuat/a's Sword, as many 



know, isoneofthequest objects 
jn the game and here is 



Midlothian in tjonme Scotland 
ieJlinghowtofind«t 

First get some BONES out of 



out of 5TORMC AVE . Mo w , go ( a 
BAD HELM and w^k about this 
area until you find a lar^e hedge 
with a door in i1 Enter this and 
walk on to DUN DHOMNUIL 
Get the HONEYCOMB And go 
back to aAiDHELM Go to the 
door marked with a 6 and «nt«r 



SHRINE, drop Ihefoalher »t tti« 
$hrine and you will receiva an 
OAK LEAF Now go back to DUN 
DHO MNUtL a nd en t m the door 
marked ){ with the bones l^Ou 
wilf now meet DHOMNUIl, drop 
the OAK LEAF and he will give 
y D u NU AD A S S WORD Al so tha 
croMn that CERrJOS r«f«F» to it 
theANTLERS 



10 CLEAR 2609S 

11 LOAD '"'SCREENS 
20LOAO 'A"COD£ 

30 LOAD 'B ' CODE 2«10O 
40 FOR I S4r74 TO 64790 

50 READ J: POKE U 

60 NEXT I 

65$AVE*"m";1;"T1TU" 

SCREENS 

70 SAVE • "m" , 1; 

"BTIRNANOG" coot 26100, 

3S43E 

aOSTOP 

100 DATA 49^1,34,17.36.94 

110 DATA 33^44,101, r !S. 151 

120 DATA 237,176,195,36.94 

When you have enlGrejd 
program B, HUN U, Play the tape 
andnive microdrive cartridge 
with at least 48K of space free on 
it inserted into microdrive 1. 
When the STOP mossaae 
dppoars then type RANDOMIZE 
USR 1. and then load in Tir Na 
Nog by entering LOAD • "m" ; 1; 
"T1RNAN0G " 




MA TCH DAY HAS GOT 

BUGS 

MR DAAREN PALMER of 
Redd itch has found a couple of 
bugs inOoMn's axoallent M&tch 
Oay, 

H you score exactly on half -tim*, 
as the clock change^ from44-4S 
minutes the clock carrier ort 
until 90 minutes when haf -time 
arrives, in the wKond h^H the 
clock goes onto 125 minutes 
and at that point it dissolve* 
into littlie bladt and white 
squares arKf you can play f ar- 
ever , very useful it you are a goal 
or two behind. 

To tell the truth. Darners I'm not 
surprised that the clocft 
dissolves i)nto nothingness If 
you're working it that hard, 
Sometimes I feel iike doing that 
myself the way that I yet 
overworked. 




SKYRANGER CODES 

Do you remember what fun you 
had discovering tfre codss for 
Micfosphere'sn'fre!e//flweJI now 
JASON PARTINGTON of Poole 
has come up wj th the goods for 
Skyranger 

the code for level 2 is MAGIC, 
for l«vel 3 PILOT, faf level 4 
STOMP, for level 5 PARIS, for 
bvel 6 EVENT, lewl 7 (the on» 
we already had for the review) 
RECAP arid fOf ievttl 8 AU8I. 
Jason alto offwt tftese tijM on 
the same game. 

Dim way of gaining points wnd 
savkiit fuel ia to hovaf at a ero««- 
roada and wait lor A W a tcher to 
•ppraach , ft also N Jp» i1 y ou ar« 
n«sf to a daad and, ba^ausa 
they turn around and h«ad back 
toiwards you. 

Also from Jason is a tip on how 
to make a rrtega car in Sattfecsfs. 
YtMJ have to break into the 
program, UST970(Hh^f\ movf? 
Ih« cursor to LET MN - 3100 
now change thrs to whatever 
amounl you want 



UNDERWURLDE 
CHEAT 

TON V REEVIS of Wigan phoned 
up to ■say how lo get past the 
guardi^n^ in L/n(fe/wi//'/i/e' with- 
out Ihe weapon^. What you have 
to do IS stand near the guardifln 
and hold (he DOWN key two 
creatures wil( come down and 
' eventually you will be knocked 
pa§t the guardian, Atternahvel:y 
you can work up s good swing 
on a fope and when you are 



fope and sometimes you will be 
knocked past (heguairdisn. but 
all this take^ a lot of pracTice. 
Howeve r w he n you h ave done it , 
It has Ihe added advantage that 
the birds (hat usually come and 
pick you up are not there. 
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DECAfHLONAND 
GOLf BALLS? 

Hare tsa quicJK tip from CRAIG 
OOMON of £sseM on how to gei 
quidtar tifnos on tlw running 
wenU in Dtctthfoft with'Out 
cheating. 



ttwo knyBad^acflnl la ona 
■w rtt w *' und to nM\ ovi « eoH 
ball Q41 ttw k«YB by ilkHnf it 
from skis to side vsjy quickty. 

TheJes^sa^d'abtiLFi that iip.!h« 
better unla&s you really Mant lo 
mash yp yoiif kovttoar^d 



mFINtT£ UVES FOR 
LAZYPEOPLB 

For all yoo iajy Jones'^ Oul 
iKerehere is a poke to give you 
mfirnTe lives on the same garT>e, 
II wassentinbyWILUAM 
BAADLEYofPulfiay, 

Firs! MERGE thigams th*n 
change LINE 335 to POKE 
56693,0 Mow lypeir^ GOTO 
99S9 and restart Itie tape 



HALLS BUG 

This tip iMma to haw bvcn 
hangir>g around for saes r^ow. 
So I ve finalty decktedto print it 
h was sent in by I^UL 
WADSWORTH of York «nd ft'« 
for Haifs Of The Things. Did you 
knctw it was partly programmed 
by a THING namely Simon 
BrateK. 

Tt) Dst to the dungeon level on 
Hails w^hout Domctirvg any at 
tfie rings, you stand outalda the 
dungeon door and preea tfie 2 
ktey at tht tmm tbne ai the 
BREAK hay. Ylie door opens and 
ftm ewi fOtoHie dungeon level 
and eoHect the hey to be victor^ 
ious. 



ZAXXONTtPS 

Zaxxtm tttfl raceniV raleaavd 
game from US Qold has stired 
up quite a few tips but this letter 
from NEIL PEAftSOM of 
Keighley seenifi lo&entiB them 
all up'- 



l^wr at the wall, watch where h 
eKplodes and then |udga your 
height by tha eKpknton. 

WhenyQu reach the 'ZaxKon' 
you wJllMndthatthereis an ami 
on its left hand side^ To destroy 
the 'ZaxKon' you must shoot the 
hole in the arm three times 



AVALONTfPS 

AvaiOfi teemii to h«vs prov^ 
very hard for jwms 0«^s while 
qwle ea&y to others so DEB DAS 
of Mid-Gfartiorgan has sertt m 
some lips on piaying ihe game 
to us }gss6r monsls. 

The sword like ob|ect, found on 
levels below the ga1ehov)«e 
level, eiubles you to move 
certain obiects liiiB boulders etc 
which hide such Ihirr^s as 
scrolls 

In ttie locetion with the given 
bottle, aorTtewheie In the 
Cawerns of Doom, rufrve the 
servant ovat the bottle which 
will give a key. With the iervent 
move the key over the chest and 
it will open. 

To get to the Great Halli> of the 
Deep, an axe will hmm to be 
lound. which ts soni«where in 
; th* M in Pi. of MddnesS or 
Caveiffiii Ol Oqiim It ts hiddnr m 
a wali and it is rather difficult to 
notica, but pfli»ei>0re t>iKailMlt 
is vit^l. Once you hav«i ii then 
you must go through a door in 
the Cavef ns ol Doo«ii which 
leads to a turirtei. which in tum 
laedsto a room with two door^. 
With the servant takQ the axe 
from Miroc'^ bacltP'Sck and hit 
the ch«^ in that rt>oni with it. 



Wtien you ere in de«o ifMce go 
ee fier rfght as, poesilMe end then 
down If you have done thiv 
correctly onty haH of your ship is 
wWUe end no pl«r>»s wilt shctot 
you Of run into you. 

Td pa&s under the f oroeflekls 
lji the second asteroid dty, firs a 
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h^ok to Maroc and movu the 
servant to the chest where he 
will find a key. take (he key back 
to Maroc. Go through the (foor 
opfWHte the one you came 
IhrcMigh end this will lead you lo 
e location with two doors, one 
of whitih is locked. Al^o in this 
room Are two yelk)w goblins 
Use the M!rvant to take the key 
from M^TQc'^ hack and take the 
key to the door which is locked. 
The door is now open. Give the 
key beck to Maroc and go 
through thif, cfoor. through the 
tunnel and yoo wii be in the 
Qreat HalU of th^ Deep 

The key that you've just 
a^uired can tw CJcchanged with 
ci>rtain wizards fgr mon^y 
which in turn cjn be exchanged 
lor a small block Give the block 
to PIAerOc end e^imine your 
Sptfll list. Try it out rt is very 
useful in (i^ht spol» 

dn lower levels the 'unseen' 
spell cen h« very useful when 
surrounded by axemen and 
fireball throwirtg goblins. 



THE MAP 
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CODE BUSTERS 

S«v(»riil people have sent m 
account codes for Ghosibustsrs 
to give you mofcmqfiev so you 
cart buy more eC|uipment to 
catch those apine chiJling 
ijhost^. and here am jusi a few of 
I hem plus some tlp$. 

Rr$t when the game asks tor 
VQur name type m S, than wwtien 
iT asks tor yoor account nuinber 
I ri p Lj 1 20203002 a nd t h 19 wi E I give 
. I f 24.000 (I wish someone 
., ud Qfve Ihat rrujch to me) 



This tfvas sent in 
LAWREMCE of Poole, 

From WLLY TANG of 
Birmingham came these codes 
and tips 

To gel £93,600 efiter TANG 
BILLV 3s your name then enter 
1&57O0 1 1 as your account 
number, Vihtn you ere p faying a 
nofmal game, one with £lO,-odo, 
buy the 1963 HLARSE. the 
htARSHMALLOW SEMSOft. the 
IMAGE INTENSIHER, the 
GHOST BAIT end as many traps 
ss you can afford. 



BOULDER DASH 

To get p*st w n wi /ramowe the 
ftiug from the teft hand roof an<I 
a9.ide to avoid the falling 
i. Move down and rncue 
the dtafnohds frgm the adjoiri- 
ifig p«&sage. Th*n go into lh# 
right handfchafntwf and rtmovB 
the ptug and mpke your way 
back to chamber one wh«r«the 
landslide should have ceased. 
Rescue ss many diamonds from 
thrs chamber aS you can and 
than gut ^acrQSf th« top ol the 
«fe*n to charrtbaf two Vou 
need to cotlevt 75 i#w«|» befota 
making your wqy back to thft j 
WtH ¥Aikh ii rtext to where y*« 
fUirt«d 



^^ 



A**^^^ 





)4Jni1> pact the 

wall that appears froin th« loft 
wrthout having To shoot your 
way through it 

In the screen with the two 
shootjrtg rad*n drop down lo 
the pillar that is in betwoen 
them and hovef th«re until Ktit 
radar on tha right h«4 Tirad it'l 
yellow radar wavB» ihtn fly peat 
*t into the ntnl cavern ■rtd: ahoot 
tha boit in the corner Thht will 
open upapaaaegetothercfltof 
the maze 

AH This informatiort was seni in 
by MALCOLM COUirfGE and 
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Illpllllllll 



POKES 



It is truly amazing hopft msny 
MOpto nmv9 speot hours ov«f a 
hot Spcctfum hackirkg «wav at 
Undefwufidff and by soma 
bi/arra caincidonce all of tham 
except one Kawe cornt up wrih 
iha sam« program to ghrti 
tnfiniiB livos, Y(W «iratig«r stitl is 
iKe f*a (hat ViJorSpflcfrum 
managed to print sorneihing 
exact^ ^ tame. This must b* 
Tti« bi^gost ooiniCidenca lirtca 
ttia TfUtntc tank wtiila hitting an 
iOQbflfS Ar^vwev f^are is that 
ir»fnar€able program. 

First rvpa in thts ptogram and 
ttw onto laps aa a new f-taadat^ 

100 CLEAR 32000 

110 FORK 32TS)TOa2796 

IZONeXTX 

130 Pmw "STARF TAPE AAfO 

PflESS ANY KEY" 

140 IF INMEYt - *'" THEN GOTO 

140 

^50 ftAMDOMiZE USR 32768 

160 DATA 221,33 J2. 128,17.17, 

0,175^05,194 

170 DATA 4^1^.175,66.^^. 

\m DATA 3ZUAJ0. 126^17^ 

Ones the pfogrsfn has be«n 
saviod on to lapa then RUN and 
enter ftANOOMIZE U8R than 
CLEAR 2SO00 Mow load lh« 
header back ' nto tti« com pu ter 
When the header Kas loaded 
replace \i with vour 
Unthtwvflfte tape. Lision to the 
tapa unconnected to tha 
oompuier, pause it {ust ahcrrtKe 
hesder signal. Plug the EAR lead 
tmok in, Now RUlsTyour falcie 
header and prast pJay on ifie 
tape, pauai ng ii when i he ok 
mefssge eornes up Now enter 
theeepoliea: 

POICE 24791^1: POKE 24733. 
207 1 RANDOMIZE USR ZA74& 
andENTER. Now type NEW ar^ 
EI^TTER. than lypa in this 
program: 

10OREADN 

IZOREAOV :PO«(£X,Y 

130 NEXT X 

140 RANDOMIZE USfl 62374 

FmsJ ly type i n one of iha 
foJIowinb (only one can te uwd 
at B tifnej: 

150 DATA 11, S2. 0. SO, 240. 231. 
50.244,231.195,242. 103 
infinite lives 

ISO DATA e. 62. a. SO, 1», 232, 
IBS, 243, 103 — makes we«pon6 
ipp«ar in the sarne place eech 
girne 

150 DATA 11, 62, 0. 50. 153, 148. 
50, 154, 148. 195, 142, 103— stay 
immortal aftet finding a gem 

All you have lo do now it typ* 
in RUN and press ENTER |hei> 
press play on tape. 
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STARSTRtKE—THE 
SECONO SCREEH 

Starstrike hasn't had that many 
lips vet so hopefully a bit more 
o f t h{i playi ng ti ps space wii I be 
devoied to this greet ganne. 
Anyway these tips were eent in 
by JAMES McMULLEN of Cork. 

On the (Qcond screen, th« orm 
wh9r0 yqu ara flyiig ovurtfie 
planat's surfacir, you can Avoid 
the enemy'^ plasma bofts by 
alternating your fwight. Fly at 
Ciqse to the Mir^acp as pD»ible 
$o when tfta boftS ^rofiredat 
thi^ ievpl yon t"st how? Iq (1y 
higher tq avgid th^rn, ih^n 
when ft gets hectic at thui 
height just fly low^g^in Doing 
thts^npves « lot qf your ?hield- 
Vou can also do this on the aarly 
Stages of the trendi but on |h« 
fetter stages it gelt a bit 
crowded m there! 



SA VE UVES IN HHIGHT 
LORE 

Thanks lo the eHorts of 
TIMOTHY EDMONDS fand dad» 
of Gravs, we cao now save (ois 
of life on Ulti male's Knight i&re 
with ihis po)ce for unlimited 
lives. First type mlhis program 
and save it to tape or 
microdnve. 

SCLEAR6l9t9 

10 FOR J 32766T0 327B9 

20 READ A POKE J.A 

30 NEXTJ 

44> DATA 62, 97, 1, 172. 1, 33, 54, 

95, 17, 4S, 242. 174, IS, 1 1. 120. 

17?,,126, 1!), 35,32, 24«, 201 

Now proceed as fofilows: RUN 
thisnrogramthentvpeLOAD'" 
and pldv the Knight Lore t«pe, 
hii CAPS SPACE together as 
soon as you hear ihe scale of 
beeps. Now enter each of the 
following RANDOMIZE USR 
32768 
NEW 

POKE 62410,251 
POKE 62411,201 
RANDOMIZE USR 62374 
Restart I he tape. When the gam* 
has loaded type in POKE 5S67.0 
this gives you intinile Nves For 
infin^tedays enter POKE 50206.0 
then enter RANDOMIZE USR 
24832 to Start the game 



On reading my column in last 
month's issue LLOYD 
MANGRAM complained about 
the over use of the word 'well*. 
WELL all Icansavto thatisi 
hope you enjoyed reading the 
column, Keep sending in all your 
tips and info to: ROSIN CANDY, 
CRASH MAGAZME, PO BOX 10, 
LUDLOW, SHROPSHIRE SY8 
1D6 



SPECTACLE— 
THE PASSm)RDS! 



A CRASH/IXOYO MANGRAM EXCLUSIVE 
FROM DESIGN DESIGN 

Ever elrt» D««(pi Daef^'a sane a p ee d wa y ffame Oe/* Srar wa» 
ratasMd. we have been a««jb» letters end phorwaOt bagging 

m — and threetstiirM dhe ratribirt Ion if w* didn't ghre out — the 
MWMwdi for th« ethar program qn the casaatt* caiad 
S^CTACLE. We couldn 'I do that bacauae. If h* th* rairt of you, 
we iBdn't know «m aecrei word* and bad fallad to woik tham 
out But ftfter feeeKring ■ phan^^all horn a top wcret location 
•omawhar* to the north of (he At ndaJa C«<ntrfr In MancKaatar, 1 
can now exduiinriHY ravaal ta the wodd th* pAuwords that wElt 
0>in you entry to Deaign Daitign't lacrat weapon, 
The passwonb are: Cv«r|AD«ia'a a tttimux wnc* 

Ju«t type thoin In at wrht an here and don't forget the 

mphel 



My tnloffnant pretended to be anonymous, but th« shy, 
retiring qunlity of hjs voice toid me that this wa% no olher than 
B jg S imo n Bratte I mak i ng a spactacfe of hi mself H* t aid m e tha t 
to Ihei* knowledge no one had cricked the puzzle yet apart from 
one of their dijfiiicators who had threatened to put ou< tapes 
with an added fittle BASIC program that would p*^in( the pass 
words up on screen There were several cJua* contained in 0;tf^ 
SLir, Simon told me The wortls come from the chorus of a song 
by the American group SUPERTHAMP from their B/'t-Jkf.Js! >** 
Afntfoca album, h; goes — Now run ^ur cnver when they (Jij 
cover, EvePiWne's a nervous wrtfck'. Ttie song ii called J<j^t 
anolhar n^rviiui wrfnrk and h can be P&und Hsted in on« of DitfH 
Suit's hi-tcofe tables Another clue wa^ the hi'»cor« listing 
CD3708. Stmon told me, which ts th« compact di«: alhum 
number I checJced my antigue vinyl version which is numbefed 
63708 



SPECTACLE ien't a game ejcactty, and I won't spoil anythtrig by 
aaying what it is. except that I can »ee why they tokj CRASH ttie 
■rkswer first — most otfwr rrtagaEines will be s^jlng I Simon 
deaerilMd tfia program as, 'Ntst a game, mora a way of life. If ■ 
really weird, I couldn't thfnk of anything to say about K. Sirtdrlr 
oin«e said the Spectrum could do teleteirt, which -of course ^i 
eouldn 'L So we worked somethirw CHft that would look likt 
Metext and this is ft. SPECTACLE to what kept us from going 
inaofie while we were wording on Dark Star. But then fw added, 
'Wtien you tee ft y<mj'U P">l>abfythlnli we're mad.' So obviously 
St>ECTACLE failed I 

The phone was than handed over to the otfwr parpeuethia 

Sogr ammer of SPECTACLE who described htmtatf ae 'thaonMr 
mon' who tsQied me through sorrve of the program's iofwepot* 
Wlvils Robin Candy puriched tfie buttons on th« Spectrum. I 
•shed tfie otftar Sknon if t»e had any hints or tips to give away 
eMdushrety to CRASH and he rapliad, 'I would Hka to extend my 
eyrnpathies to anyorte else who's been nicked by PC Woods on 
the M56 — Signed The Crew off fie Bisck AslrB' 

Thanklne him for thli usaful piece of informatton, I returned to 
Big &imon and eiJkad him when the follow up to Oar* Sutr was 
eapacted. ff a eelid forbidden Pt»ntt and Simon sakf H should 
be out June-ish and descrfbad It as/Darlt Star but whh • f ame In 
k.' I ttwn assured Simon on behaH of Roger Keen that we weiv 
prirrtlng an apology for refafTir>g to tha Design Design team as 
human beings' in an artida. arid he saJd that in that case they 
mi»dA canoeTthe writ for libel against us: and on that happy note 
llMKPiWection was cut. When ItoW Robin who had been on tfw 
pthQHt he said of Big Simon, Oh, he's ttta one wtw'a loglGat, 
||iiaaiifaiili_ respectable, a vegetable. . . 



k I m 



i 



The Ions awaited follew-iip to FOOTBALL NANAfiER 

^ KEVIN mis is now avallaMe 



Available 
NOWf 



MSTRADCPC464 C7. 



SOFTWARE STAR !s the NEW 
game from Kevin Toms, who 
designed the Software Classic - 
FOOTBALL MANAGER. 
SOFTWARE STAR allows youXo 
try your hand at running a 
successful software company. You 
have to cope with staff problems, 



game launches, advertising, 
financial problems and more while 
trying to produce chart 
topping successful games. / 

One other thing. SOFTWARE / 

STAR has that gripping 
Addictive quality that all 
Kevin's games have! 



^T. 



NOW AVAILABLE FOR YOUR COM 

FOOTBALL 



SAIiB) 



by KEVIN 




FOOTBALL MANAGER 

ts ovaiiaBte tot (he toltowmg 

compiirers - 

AMSTRAD CPC 464 £7,95 

COMMCeORE 64 CT .95 

SPECTBUM 4BK.,.. £6.95 

ELECTRON ,. E7.9S 

SBCMOOELS «^.^, t7 9S 

ORtCdflKiATMOS C7 95 

DRAGON... E5.9S 

ZXSl 16K „„. £5.95 

VIC 20+16K ,.„., , £5,9S 

laoonforMSX) 



^^^^g- 




^ Lloyd Mangram's 



Th« MoWiit compteteti ol 97% 
Stop ihe Expnssdone at 7.073 
l>mg«rfnoui« kiDT ft9ved 
world 3 times 
Waro1th«Workte67% 
DanicJ H«ll. 9w\ vkI PKillp 
Hatrb, C«tf ord. London 

Fooo 66,600 

TIL9TS0 

HERO. '>.1710 

Trashman 2 4.354 

Dark Star 19.340 and 14 planets 

SinKHT Hwrteon, ComMUt. Laka. 

Blade Altay 720.490 on L68 
i]i«athchat« 1B7,000 on L68 
TItnata 109.000 on 1 122 
^m W««t H«ro 134, 750 on L25 
FlfMtrator 2,002,930 on L410 
Ad A*tni 64,720 
B«ch Humd 140.800 
HuiieMMdi 2,316.40Q(3fi L9e 
Trash mafi 2 1S,32Jt, lO count rim 
Darit Star 13,S00,22 planets 
Jonathon Slrudwtek (14], 
K«t* - - NortlKnt* 
Jo Mom got 38. €3& on 

fRtuvn l4 

Cvralon 42,900 

Chudtl* iM 436,280 on OS 

S4icmlD«Z)t4;330 

PfnbatI Wizard 23,4«3 

Ridwrd MAliof , (Mdhmi, Lanes. 

StvMrili* 1,223.900 on Easy 
SabFC HifuH 270. 100 at 100% 
fN>go 93.000 

Mux B*m«n ( 14), a«to»« Park. 
London NW3 

Tribbltf TrubblA ?6J50 

Bugaboo Im.rZti, 

Ad Astra 32. 170 m 17m. &68, 

Poflo 53,275 

Pifwtrator 3, 163,055 

Chu«4(ie Esg 256,360 on L24 

P¥iwwirim»67% 

Faetorv Br«*ltout 39,750 Ofi 

Epsilon 

EskiinoEddl* 48,000 

Kevin Domin«Y. Poola, Doftat 



^'W. 



,o .M .J* n . 



I'liy 



?^r- 




Kung Fu black belt and 490 
Frank N.St«JnL13 
Jeramy Tsang, Livaipool 

Stop the ExprMs 10,650 

Phean'w 53,4Ki 

Moon Al«ft 24,980 stage T 

Ad Atb-a 35,580 in IBm. 51s. 

Wild Wast Haro 89.625 wava 19 

Ff»d 19.300L2 

Satire WuH 158.370 at 94% 

Micha*! Roland (15), Bad 

Sakurian, W««t Cennany 



Ah Dtddums BuK 27 

Cawrton 367.229 

Stop the Expn»» 82.019 

Martirt Siitlon, Stockport 

Chashire 



Oii« thing e«Ti«fv«c daarly from th« lattars tavnii^ in for 
tha Hall of Sfitna — tha rno^t popular hi-sco^a gamaat th« 
momont (a mWisleY Thompson's Decathhn. to I'll just do 
a s««tkm for that alona. . . 

DALEV THOMfP^Oly'S DEC ATWLON 
Andrew Potlard (15). Saffron Wald«n. 
100«n;9 06, U 11 76. ' ■^ • - 
1 10m H. 9,81: PV:6.0''. 
4: 12.76; Day 1 344,075, Uay 2 60b,43b 

Oanif d Paul Harris, Catford. London SEQ 

lOOn J 1036; SP: 30.78, HJ ; 2.4S; 400m : 30.03; 

1 TOm H: y.btt; PV: S.03; Disc: 82-52; Jav: 132 79: ISSOm; 
4 20 25; Day 1 364.428: Oav 2578,882 

Phil HoUowall, Waltiiiaton, Surray 
100m: 942; U: 9.18 SP 26.52, HJ: 2 45; 400m; 3032; 
ITOmH; 10.11; PV: 4.80; Disc: 75-90; Jflv; 90.95; IBOOrn: 
4 29.80; Day 1 354,998; CMiv24O!.709 

Jeremy Tsang^ Livvrpool 

lOOm; 9.96. U: 10.31; SP: 25 08, HJ 2.45, 400m. 34 12; 
llOmH: 12.37;PVi5.03;Di«c 75.90. Jav: 111 91. 1600m 
[4:41.25; Day 1 231,318; Dav2 341,436 

Spkien, Haddington. Ea$t Lothian 

kdA ; -■ '.'.-—. -^P -jr, cji H[ ^^ 48: 400m! 28.60; 

.^: 120 19; 1500m 



WuQflV 70.39% 
HER O fi7.580 
IMatr '>mauter 

oni:j 'inals 

Antics ^ank 4 
Harriar Attack 24,520 
Cymbal Lynx 1400 in 21 Paul 
Burnett Oakwood Park. Leads 



P«ytraJU( 5.93S with 4 p^rts 
Bweh HMd 105,000 compleied 
Mkli#el Ramaiten, BamtJev, S. 
Voiks. 

AticAtac98% in t6m. 175. 

Chequered Flae Cambridge 

Ring 52-72S 

Pogo 63.095 

Pisst 101.980 

Tariq Mintapha, Battersaa, 

London SWIl 

And that tust about fills us up tw 
this month I'm stiuggling lo 
convince dash Ed to allow more 
space on a regu lar basis, 
because he thinks the Hall of 
SJone is a bit boring artd full of 
iiars anywaY Iwhieh I know it 
Isn't — hmmmm . , .). But to 
make it visually more Ihrelv it 
would heip if you all sent in pics 
of your$el¥es, then I antld show 
him how unborfng H wW look. I 
kjww sonte of you have been 
•ondinB them in. but nowfwre 
near enough . So, no excuses 
now, send tfiose mug shots in 
with your scores endtJien the 
Ha)l may expand again Into the 
Valley. 
LM 
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Bun PHOiANUTL 

CRSTLt Of Tfj& 
S1DH£ WHERE TME 



PHOrtWiilL ^[L lL i 



IBntnieLjH J 






Jn 






^J 



TiRFrlrMh- 

THt E/y\PTV LflNPS - CRN &e EhreRep 
^(^three aflCES^encH one 

PtFDSlTfNSSOU IN W PtfFERENr 



BRPRt&'S 
^RIt4E 



I . ^^07 VV' 



, LRSTLE 



s^^s^ 



iv^ 




LIBRRRV flNP 
RERPIW& Room 

[j^lPH£ GrtlBRP5> 

I THE Li&RRi^ Ofr^ 
RUfl|?*S REtKEffT 
CCNTqt^ ftWNY POORS 
T^OUSH MOT Rl-U 

flS ISTHt ISQTURE 
OF THE. PtPlN OF 



Forest or cern 

WHERE UVES THE. 
HUNTE(?-RNpflL50 

men's 



GERNOS 

-THE 
HUhTTtR 



r "*i 



□ 



Ol 







^^ 



tiR na Qogf 




% TUHN6L OR "n^RWSPORT 

WHERE R SV/ySOL IS OKjIME 
VOO^n ISPROWNfilJON&SiPE 

4 OL&WEtP INCONUEKIlENtES 
TRRUELL£K 



• 1 TD THE FOREST 

#2 "E> CERRPRCH CFILUM 
#3 10 PLHJN OF LIES (l5) 

• »*,5 lON6TUNKEL-BETVJatlS 

• e 1&TWER)R£ST 

• 7 TlRFRLnmH-Tt€EWlPlVLfiND& 



• d TiK FflLRMH 

• 10 ID THE ROW 
•12 EKTKflNLE TO RN UN 

• 13 EKlTFROM RN LIN 

• (fe.*7,l&,l9 CYCLIC mNSPORT 
•20 ONE WffC TO SrORMBflSt 



Wmill 







^HRPHCMCRLUM 



CflLUJVH'S SM[T^^^/ 
mV HOME OF 

FVRE SERP£fvr 



raui 



LPRON 
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COflfVPlLEP WtT^^ Tri£ HEP OF; 

KEtTM eUt^ 

■^ONflTrifltsl Lm9 



D 
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MATCH DAY 



SPECT1UIM48k 



% V 







# 



• 



V 



sfrnMiS asfiR 



STRIKES BACK 
SPECrRUM48k 



l\ 




7-90 



Ocean Software 
Ocean House ■ 6 Central Street - Manchester ■ M2 SNS ■ Telephone 06 1 832 6633 



mi the 
■taction 



4 


ilEV 




1 


m 



i 







HUNCHBACK li 

spccnajM48k 



IT 



COMMODORE 64 

7-90 



DALEY THOMPSON S 



'i^K-'ti: y>i: 



SPECT1UJM48k 



^^U 



COMMODORE 64 

7-90 



Ocean Software ts avatfabte from selected brarches of: 

WOOCIWWm. WlKSMIl H. ^'/^gaCSffil. LASItySRumbelows. 

Spectnmi Shops and all good sohwm-e dealers. Trade er^quines welcome. 



THE EASIEST 
WAY 



SI 



BUYING 
SPECTRUM 
SOFTWARE 
YOU WILL 
FIND! 

you have to do is fill in the form be)uw and send 

^^ remem berth 

i 'Hger to reach us than 

^ II you woufd prefer a speeditf tlfci;vtr/ avtr- 
^«r .-.»•. r. ,., .■..-( .,y.i I . ,t it. > I r ir-,^.-. Orders 

p will be 
L ed Within 24 hours by first class post. 

ANY OF THE SOFTWARE 
REVIEWED IN THIS ISSUE* OF 

CRASH MAGAZINE MAY BE 
ORDERED BY MAIL USING THE 
^ FORM BELOW 



CRASH MICRO GAMES ACTION ORDER FORM 



Ttl«phon« Ludlow (OSB^} St30, 

R*aic tend me ih« fgltowing Win: Btock cap^taH pl«atf f 



T.ik 



Producer 



Ml prKci I'c 11 ■quatvd undv fWfW* 
h»iidwp«ndincii*d« VAT CmiNHicro 
Cimri ^liDT mikv no f turf* for poiti^i 
in<) pdclnflni Cmiom*'!' lir Europe 
iJ^mM KI4 5«p p*r n*rn fof poil 4n4 
pidtinf. Outli^ EuiDpc. pltii* vvntv (int 
le chjt wt nuf idv^ct on pofufc run, 



{toiul order I pijrjbl* t0 
^HASHMICIIO ftom 
EurofH «t on u;eept 
iltilt/tf clitiiiwt CM- 



SgbTDul;£ 

Less Qtscouni £ 

Total Encl<M*fl i 



AfTiount 



Name. ..»».. 

Subscrit)«r No. 
if applicable 



^—^— •^—^— ^—^— 1 . 
^^^^ ^^^^ ^^^^ ^^^^ 



Addr«s«. 



Po»l«)de 



SPECIAL DISCOUNTS 
£1 

50R 

Sorry - only ONE voifclvtf per order I 



■ 1 r ANVOflOEn WOFITH 

V.jRE THAN E20 



OFF A*i¥ 0«DER WORTH 
MORE tM*N ElO 



CFU\SH MICRO. FRiEPOSTfna«ompf*<|u/redJ, LUDLOW. SHROPSHIRE SY« IBR 



ADVERTISEMENT 




CRASHTIONNAIRE 85 



M 



n 4 now tana v<ur lince we ijjst ran a RbhIws^ 
□uMtionnalf* iboui CRASH Thg !«»i ong 
pfovidHf u$ with wKHTnoutly helpM ififarnfutJOfl 
about ^al you, th* rudart. Chink ■/bout CRASH, 
wtvat you enjoy «nd what you dkslike, Th« l*fl 
Queationndife in Apft\ 19B4 w*t witi'Sly 
re&DOfwbl*, lor instAncs, m dactdine us to tawtr 
CRASH «* • Sp«einim-onlv mBBKin*' A* bvtor*. H 
tf vital that » manv nuden « potsibl» fill kn 1h« 
Ou0*tionnaire and Atum it to ut, If you dcMi'l want 
ID aiT cHJi ihfl piige itwn t i^hotccupY wMI be 
act::e{^tai>lG or «v«n a wfitten (tat. *s tong as you l«y 
l^ie s^sw«fs out C^Mtlv 10 fN th* q/uasiiorm. 
A« Mrs did iast y««f , all th« namat wxJ 1 






Once again, help us 

help you and have the 

chance of winning a 

fabulous software 

prize I 



returned wiii ga into the tiny u> tw dravyn for a 
fabulous ftrsi ptit6 <tf nSO wranh of Boftwara. plu»a 
CRASH Sweaiftti^n The thnMrunrwrsmDv^nlT each 
tHeiw £12 worth ot uftwara and a CRASH T- 
shlrt. snd att four winners wM ncmnm m ihr»' 
monih Hjtmcnpitcin to CRASH lof h4v« th^ir 
eMiEiir»e uitHCf i(}iKin aittefMtod by IhrH monihsi 

Forrm wf II be accepted for itw dr«w up u ntil l^at 
post fth A43*U tats and the roults witl be 
puUiahed sharily alteiwards. 

Some of the quenions asked are rapwat* olones 
whic^ apfteered in ttie rormarCRASHTIONWURE. 
but Kirne are rwm onvt, Let't we how youi 
opintomi have changed ! 



SECTION A PERSONAL 



la What ^ your ao«? 



[ 



4a Do you buv CRASH 



Sa ITits exidudee CRASH. Pleaae tick (ha other 
computer titto you buy regularly' 

Sindflir User 

SinclaJr PfOQiam% 

Compter & Video Games 

Your Computer 

Your Spectrum 

Games Computmg/Compuiar Garmef 

Pigpular Computing WmUy 

Fopiaiar Computef New* 

Home ComputiFig Weekly 

Popular Compulef World 

Which Micro 

What Micro 

ZX Computing 

List any othen. . . . 



fle IrKludii^g CRASH, how do you rata the 
maga/inefi you buy ragulBfly f>ut of 1DC: 

Your ratUtg: 



9b Oo you think the present CRASH racing 
WMimia 



SECTION B CRASH & REVIEWS 



lb Has readirig CRASH influimced recem 
{^mes pu rEhas>ng 7 

Yes/No/Some<imaa 



2b H 'Vae" to lb. on actually playing a nam 
gamohAveyM Agre^ with th^CRASK review 

AtweYi/mosl/hHlf /hardly avtrr? 



3h Do you (hink ttw i»t^i«wi i^uld be 
Linger /Shorter /OK a« they era 



4b Oo you thinlt the rwiews should ba 
More cletwlect/l«««/OiK «» they era? 



$b Do you l4t(« to have a rcvtawr n^ tyittm? 
Yei/No/Oon't Know 




SECTIOrj C CRASH - GEMCRAU 



^c W« would liln to kntHt wHti you cowikMf 
importint \n CRASH. Bvlow gfs 20 h**dirng« in 
alptwbatiul oftimt.Pietse write « ftgur* b«side 
each h««ding staning vrith 1 jmowt iintwrUnrli 
and endtng wirh 20 [lust impoilBni J 

Advarlitwi IndM 

Advstu 

ArcAild g«rn^ nsvwwt^ gfc 

Cofflkitripi 

CQrfnpotitHyit 

Contents ^tg« 

CnnltFbfum 

Edilof ml PHo«(t| 

Garrw* Rovfowsd IndtK 
Can«r4l articles 
IHiili'ltolSlirTH) 
Hirdwof B aniclai 
Hotline Charts 
Nofwi tnptlt 
Ptogwnmar (iroinu 
Signpovt 

ScritwArw pfHvi^wv 
Utility artictas 



Zc Od you wode fof HwHcrttiM Cfun? 
Ei^ry month/0cic«*iohally/N4> 



)g Oo ywJ vols lor ihe Ai}v«ntum Chan 
Evflry JTXjnth/ClaaUDnallv/fio 



<e K you vote for Bithar chail do you 
Prwrw/Wrtifl/Boch? 



5e Tick the words b«kiw you thinit 
(l«scrito« the CfMSH Hotlina Charts In 
cumparnon to ofhsrsnd nrtiotial ul«s chsna 

BieHer 
Mwe f sir 
fl« levant 
Differwil 
trrAltrvSni 
Less fair 
Warw 



6c Do vtM Itla th« Lunar JiAin«neomlcsirip7 
Y«/Mo/Nolbotlw«d 



7t Did yog likt the Terminal Man ccxnit:^ strip? 
V«/No/NDt t»{h4N-ed 



ic Kav« vow written to tha CRASH Forun> 
Mori (h«n twics/Twice/OrKa/ricw 



9c Oo yx>u nod 1h« Ptaying Tips section 
Va I mbl«/U ml M i/hHf«tinfl but nsver use 



10c Do you nnd th«|}ain« insfH 

VAlu|bJa/Utlilesa./1nlar(Hlino but navaf uis 
them? 



Ilv Moving onto Cornpatitiona. are thttre 
Too marry ^Nol enough/Abotrt ngfht? 



Its Antt itw C«rw>l Articies end Fe«lur«s. «re 
Itwy 

Too long/Too thort/Atout t'lt/fit^ 



^3c Oo you find SigmxAl 
ValuAble/Useless/tntaresling hi/i never mv 

^2!. J 



Wtwn voii hawa nitod oiit the 
writH claairlv, pnt*rai»ly 



(Jofi't lorgvt to write down 
aMipi>n.t wirU ba UMd lof the 



Name, 



Address 



Postcode 



I am a subscriber to CRASH G 

I am not a sut^criber to O^ASH D 

Return the cornp^etod form as soor» as potsibfs to: 

CRASH MAGAZINE, PO BOX 10, LUDiOW, SHROPSHIRE SY8 10S 
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14e What Area ai OtASH would you liJM to i 
aicpandfld? 

AtfH«ntiir«Tr»ll 

FfHitlirHB 

Crash Course 

Reviews 

Profiles on prognmrnert 

Prof ilss tjfl S«ltMier« HouHS 

Mews 

Playing Tips 

S+gnpoet 

Fofum 

Kardwarn/Utilitv arlidu 

HetiolSlim* 



U»'Et«*»;'MAP'»'= 




i 



They've grve^n me a bigger desk at last! But no reflection on 
my worth, merety a move around so that upstart Robin 
CaiKiy coutd have my old one. Unfortunatetv. he's not a&tkJy 
«& I am, and ts now spreading like a plague all over the floor 
area edjaMnt - As I o n I y spend a few days in th e CRASH otfke 
(preferring to write in the quiet of my cottagel Robin uses my 
new desk as well. I know Playing Tips are considered 
important, but really. , . . 

Anyway, on to the business in hand. The letter I picked for 
this month's £12 of software was chosen for rts pertinent 
breakdown on what coukj be sai'd to be wrong wJth the 
CRASH review ratings system. 



A FARCE... 

Doar Ldoyd, 
I am a keen Spectrum 
owner, and i like lo buy 
games t will enjoy. Very few 
ofour local shops will allow 
software to b^ played on 
the premises, so the best 
wayfofmetogetanideaof 
which qames are good is to 
read your reviews. 

Vour magiafine appears 
to carry the best kinc •- 
I hoy am by far the biggest, 
snd the most critical, 
having a percentage rating 

nsTead of marks out of ten, 
On closer eKamioatton, 
however, I found thts 
marfcjng scherrw to •be a 
complete farce. The six 

different' marlts never 
seem to vary by more that 5 
or 6%. It is obvious that you 



EVERYONE'S 
A CRITIC 

Dear CRASH. 

tt was interesting lo read in 
itsue 12 of the ins and outs 
when crJtidsing games in 
your reviews. I once edited a 
SF magazine, and had my 
share of trouble when 
turning down stuff that 
wasn't up to a certain 
standard. Generafly, a letter 
W9S sent to the author with 
his manuscript saying why It 
had basn rejected, along 
with a list of suggestions 
that, if folio well would bring 
the arti{:le up to standa rd. 

Unfortunatety, what most 
people forget is that despite 
the fact that ^hey might like 
their article, in writing for a 



decide whether a game is 
good, bad or average and 
then give every game in a 
category (he s^n^e mark. 
This car^ be very mislead- 
ing, and proves 
disappHjiniing. 

!f your team decides that 
a game is excellent, then 
why not give it 9B% for 
addictiveness? Fair 
enough, but why must they 
then say the ||raphics«re 
small but suitable' for 
instance, ar>d give them 
BQ%- An example of thrs is 
Boutderdssh by Front 
Runner. I consider ii to be 
the most addictrve game t 
own, and agree heartily 
wilh ^% for addictiveness. 
I was shocked when I saw 



magajtne they are not 
writing for themselves. 

If> the same way, the 
people who write computer 
games are not just writing 
for themselves— they ara 
writing these things SO that 
they can becorT>e rich from 
the sales. 

The customers are the 
ortes who count. They are 
the ones who complain 
when bugs appear in games; 
they are the ones who refuse 
to buy a game that they t^iink 
i^s over-priced or just plain 
had. The customers are the 
critics. 

So the next time a soft- 
ware firm decide^notto 
Elace an advert in CRASH 
ecause you did not give 
them a good review, just 



(he graphics for the first 
lirr^e, however. They were 
small and pretty, ye^, but 
90%? No Way! At the risk of 
seem(ng r>egative, I would 
also say that Knight Lore 
Takes at least two weeks to 
get m lo; 90% playability is 
silly. 

We don't need you to i»e, 
just to boost the Overall 
percentage a game gets. Td 
much f atner see you give 
90% for graphics and 20% 
for addictive qualities to a 
game which de^rves such 
a rating — Biue Thi/nder 



perhaps — so those looking 
pnfy for pretty pictures will 
be sattsried. This would be 



better then lying about the 
addictivify, so ttie game 
seems addictive overall, 
which disappoints the fwn- 
loving gamester. 
Mark Willis, Aylesbury, 
Buckinghamshire 

Tftere are some wry gtMtf 
points herB, Maik For what 
ft is worth f feel the Qverafi 
mtmg should no tonger be 
B strtct average of the 
previous five ratings as it 
csn bemiSiem ding, a ndl &m 
campaigning fur a change. 
Boufderdash is ii good 
example of the problem the 



point out that there are 
people walking the streets 
who have a similar opinion 
to CRASH reviewers and 
who arrived at that opinion 
completely JndK>endently, 
Perhaps that software 
company would tike to 
boycott those critics — 
perhaps by not makir>g any 
games for them. 

Silly, isn't it. No-one 
should dislike constructive 
criticism. H should onFy make 
them try harder the next 
time. 

Brian, Sheffleki, South 
Yorkshire 

Maybe I'm a weather-bearen 
old cynic, but f puess noone 
tikes constructive criticism 
becsuse that's the sort that 



svBfBgin^ out can caose. 
since giving it a low 
Graphics rating would 
obviousfy have knocked 
the Overall on (he head and 
put people affb(/ying what 
f think is a tnjfy woncte/fuf 
game. Havtng said that I 
must point out that 
because three different 
people give their rat f rigs 
independently for a game it 
often works out as swmgs 
and roundabouts on the 
individual fating figures, 
which is why they can turn 
out v/ithin a tew percent of 
each other. But you are not 
rea/fy correct in saymg that 
most reviews' r^tin^s ^re 
within S-6%, there fs often 
mora variation than that 
As to a high Playability 
ntting /or Knight Lore, 
don't forget that the 
reviewers may welt play a 
g0me they especmily tike 
very hard and for some 
while, by which time it is 
hard to remember how 
confusing /t may have 
been to start. And besides 
which I thought K/^ight 
Lore was massive fun to 
play whether f knew what 
was happening 
immeaiatety or notf 
LM 



hurts. Destructive criticism is 
upsetting but easily 
aismissed. An argument I 
have heard put forward 
more than 9nce is the one 
thatsay^^his programmer 
put Six months of his life into 
this game and your 
raviawBrs sfaught&red it in 
three short paragraphs '. 
imptymg that one doesn't 
care. If only they saw the 
anguish we go through when 
a game turns out badly f But 
the reviewers /ust come in 
with cassette and report 
form saying 'oh that's a toad 
of rubbfSh End of 
discussion! 

The next reader obviousfy 
agreed 700% wi^ the 
CRA SH reviewers. 
LM 
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GREATRAT 
RACE 

D^nr Lloyd. 

] would like loewpress my 

cte0p0St sympB^v ^Or ^^^ 



Great spat: jHm see 

my the ^ery styiibUliox and 

hadsp' amtl- 

itrjrrt think PCGwo«tdev«fl 
rjrint itasa lisdng! 

S u re T 1-1 A 1 HI it h»s suparb 
gfaphu 'rogramhas 



ammiition — ff^ jinsi fl pSfy 
about the <, 

abry* ^'' , ,,. 

/nr ias 

gooLi vjiije iff tTiorttiy as 
kosmr P'.'.-jfp In foci, the 
gai "to J didn't 

Uj;. .-«^/ ^^ 'O4l0t— 1 

wan I lid to -jbeautifu! 

box). Anywfljy, a»or three 



broken iwto the program and machine code is a bit 
there it was, 75% of ift in r^i"""- '?^ Whatpuiil 



BASJCfi I had pakl JTIS-OO for 
Ihrs? 

1 r^tirir>*-'r( thp ^at^afitfiins 
bi jagedJwaG 

Qoi Tiy n-idi] I L'vun wished 1 



Is ^ mQfiY aroeffdm- 

doing then (fre 

ftane of 'is 




joiriy nidi] i L'vun wishea i assumuiy /."tyu 

yaa a Commodore, but then I programmers > 

remembered that The GrBat LM 
Sp." '• f^vcewasoui forltie 



)'■ W hen 1 recovered, 

r wai. ojtuamely angry, and if 
1 have anyihmgtodowiiii ii. 



UgemJ will feally bwome a 
Legend, a dim memofy. a 
thing of the past , . . 

Anyway, I haws reDovofad 
a bit h'Ovv, and would lltie to 
ask yoo what happened \o 



very interesting. Before I 
finish, I must |ust say a !hank 
you to Ultimate fof two great 

games: Kntghtlofe and 
f/Kterwurfde-- and I cao'i 
wait for Ahsn 8. 
Jonathan Habrovrtsky, 
Gtasgow 

fs this whot you cafi 



it was I preased the BREAK 
key in frustration. ar\d^o«S£ 
what? Vus, you've got it, I'd 



foo, WOf 
a/tt/yf^'^ 
you! 



■dwsee 
, ..J t think 



COST OF 

WINNING 

Dear Lloyd, 

Regarding your comment 
about r^ot mixing up mail- 
order items with letters, tips, 
subscriptions etc, and asking 
for such things to be sent 
separately— ahoufd I send 
competition entries separ- 
ately to stand more chance 
of having my entries 
included? 

As I enter all your compet- 
itions, it would cost about 90 
pence on average to sand 
them separately. What 
should I do? 
R Kekso. Sevenoaks, Kent 



No, the point is simpiy one of 
administrBtion at this end. 
You could send, for instance, 
in one envelope a fetter to 
Derek Brewster,^ a playing tip 
to Robin Candy, a tetter to 
me and six for whatever} 
competition entries. BUT the 
important bit is that each 
item should be separate and 
dearly marked within the 
envelope. However, it is NOT 
a good idea to enclose any- 
thing for Mail Order or 
magazine subscriptions^ 
which should be sent in a 
separate envelope, because 
the two departments are not 
in the same place and edit- 
orraf mail ma y not get 
Opened for a few days after 
itsarrfval. A final point is that 
it makes life easier if 
anything to do with 
competitions is kept 
separate from letters, tips 
etc, but if It's a question of 
cost you can send everything 
in one envelope. Is that as 
dear as mud? 
UM 
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V 



I 



INDEED THE 
INDEX 



Dear Lloyd, 

Did you or did you not say 

Itiat you would send an 




Frey (whose rBSponsibifiTy it 
is} had a John Buf/p muing k/t 
from his tnummy and daddy 
for Christmas fhts review of it 
wiU p robabty appear nex t 
month}, $0 w& should be soe 
mg it very soon. Ahem. 



be CO n 1 1 ng to a cl ose . a n d I casings, whsch wbsb ft end- 



something wrong? H the 
CRASH sefvice getting bad? t 
don 1 believe it. 



Id like to know what's the dif- 
I ere nee between an Issue 1, 
Issue 2 and Issue 3 Spec- 
truitt. Mirni's an Issue 3. 
Steven Jannan, Newtown. 
Powys 



haven't a cfue. Answered? 
Seriousfy though^ Steverr. 
The Index is a weensy bit fate 
— not much, just a bit I'm 
totd It should be going to the 
printers soon, /know Franca 



NEVER 
AGAIN! 

Dear Lloyd, 

While reading your letters 
page in the Chrisimas 
Special, I came across the 
letter by D Blasbery who 
complained of having spent 
C7.95 on Pyjamarama 
instead of £6.95. Well, I've 
had the same problem ^ 
while on a shopping trip to 
Southampton I entered the 
shop CdlJed 'Boots' (never to 
be done again). I was intent 
on buying a computer game. 
I had only just got my 
Spectrum and was not 
buying copies of CRASH 
then, so I didn't know what 
gaiTie to buy. 

Well, after some thought I 
decided to buy Kono by 
Oceart. I paid C7 9S for it and 
at the time it didn't occur to 
me that it might be too 
expensive. I went home 
happily, only to have the 
smite wiped off my face 
when J saw a mate's copy of 
f(ong, which he had bought 
for C5.9&. t had been donel 

Not very pleased. I wrote a 
letter 10 Ocean complaining 
of The price difference, This 
paid off. Two weeks tater I 
had 3 parcel from Ocean con- 
taining a copy of Mr Wtmpy 
and a Tetter of apology that 
said the matter had been 
taken up with the shop 

The moral of this story is 
rtottoletprlcediffere nces go 



disguise the fact that 
although software was 



sort of wasn't exactly. The 
main differences were 
hardware configurations, 
there was a chaf\ge of PCB 
between the ? and 2 sdr/es, 
and between 2 and 3 there 
were changes which 



Wmmmm 



caused sortie software 
probfems at the time, if you 
have a series 3 then you are 
the best off* 
LM 



amfss and choose your 
games carefully and check 
the price. Don't let your 
pocket money {if you get 
any) be spent on somethii>g 
overpriced, 

John Leal, Havenstreet, Isle 
of UVtght, 

f*ve got news for your friend. 
He was done as wet), 
because in those days aff 
Ocean prices w^efS, 90 not 
€5,95 
LM 



STITCHED UP 

Dear Lloyd 

Please, please, please tell me 
why your magazine refuses 
to f a 1 1 apart . t tKjy throd mags 
a month: CRASH, iPCd and 
C&VG. The other two fall 
apart the day i buy them, but 
yours stays intact, fo reveal 
By the way. do you know 
Ibat PCG dared to suggest 
that your fab mag will join up 
with two Other mags to 
combat thetf sales figures. 
T>Tis is supposed to happen 
on May 26. 
Stephen Williamson, 
NivwtoiwnabbeY, N.lralanci 

You must be lucky, Stephen, 
my copy afways fails to bits) 
I'm afraid the fast laugh 
doesn't go to PCG rlo this 
case, though, as their fast 
pages ha^h /usi fa/fen apart. 



DEVIL- 
SPAWNED 

Dear Lloyd, 

I thought that after one year I 
wouloat fast put pen to 
paper. The main reason for 



Load. 
After happily loading 



>:imi<Jiiiiiiti»i 



recorder for over a year now 1 
suddenly have problems 



Lore artd Underwurlv 
■""we all failed to load ai au 

^e only remedy for this was 
to make a tope copy from an 
"-dif^ary cassette recorder 

Ho a HiFf foconier 
adfusiing the recording level 
manu,lt!v. 
K* dy^iv the 

Jill in Jl ll helt^ pri,-VL'i>f 

ate copies. It is my opinion 
It atf software wiifi^ Hyper 

__ ad should hav" 'f"- '■ if nf 

in red letters: Oa 

Load— Keep Of* 'ViH 

times takes maris 

longer to load then any 

normal oa mo. 



Next mrn^n fysw"> why, 
wbarto' sof 

gerrtf a 

que wered 

always consiiiioi riow many 
s<rrreens etc hsa <hat game 
' «iy, to an^wec thes« 

own the ga' ^ 

lint^ 



Ketit 



tMSttfW/Jth about Hyper 



Loatfsnodfd batch check 
mnrp rharouai^^f'f''"^*^ 

jbf&^mKhti quaitiY 



rher^fi i. 



h^vt 
Yawn. 



N 



THE N0.1 GAME FOR THE 
48K SPECTRUM 



^3' 



£vX/y:i 



■jf>\/^''"^^^'VX 



/A 



WENDER ^^^ BENDER 



VU£/tf)£R SeNOB) is an exciting Qui/ game far 0N€ or 
TWO pUyers arKi will aopeal to a wide range ai m^es and 
skills wHh rtine levels of play against tJio ctocV. Th« gome 
tests s<peed of recall involving anttcipaiion of the qu^tion 
as It unfolds across the screen and speed at res^ionse 
dependent on the \sve\ of play 

WEMlJfft BEt^DCR U iupp4i«J with th* FIRST 
ADDITIONAL QUESTION TAP^E FHEe to maintain th« 
challenge ol the gama NOW availAble at good computor 
ihop« or dir^rt with cheque/PO lor 17. SO inclusiv*. 
ACCESS ifid VISA ordvn taken on our 24 Hour Hotlin*. 

STOP PftBSS — QUESTiOru tape z now availabU 

e3,50lfJCLUSiVE 



COMPUSOUNO 

DEPT Cft3, 32/33 LANGLEY CLOSE, REDDrTCH, 

WORCS B98 OET 

TEUPHONE (0527) 21429 — TRADE ONLY 

(0527) 21439 — 24Hf- HOTUNEJ 
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SKOOL WAZE 



.t t'rf (nut iijfjf'. t. 



London 



SKOOL DAZE 



Dear Uoyd. 

I read CRASH every month, 
but I think fts inriuence is 
sffectjrig my school work, I 
bought mv CRASH 
Christmas Sp^ciat on the 
way to school and was desp- 
erate to read it. Then 
DURING THE AFTERNOON, I 
HAD MY CHANCE 

YeSf my Frencfi teacher 
was away^ and the substitute 
teacher set us a load of read- 
ing to do. So me and two of 
niy friends got ou r ou r 
CRASHES and started 
reading them beliind our 
French books. 

Then Dfs aster struck. My 
friend NeH started having 
hysterics over the picture of 
a naked tady on the poster 
ttiat came with the magazi nc 
and some stupid girl in ou r 
cSess went and creeped on 
us. 

Tieasesir.lcannottella he 
but Richard's reading hfs 
computer magazine' (Where 
have I heard that before). 1 
nearly fainted — WHY ME? I 
was made to stand in from of 
the class and read out a 
Frertch story. But my 
'friends' started showing me 
this picture of the naked lady 
and J burst out laughing. 
Then the same girl showed 
the teacher the poster, and 
although my 'fnertds' were 
lot off with a warning I got a 
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Off. 'vVfitiil if*.iHji)itt 



severe telling off. 

Therefore you are partly to 
biame for my punishment, 
and lam going to set YOU 
200 lines as well Now don't 
do it agafn. 

Richard Holland, Newark, 
Notts 

We win not print naked ladies 
again. We will not print 
naked iadies again. We wiH 
not print naked ladies again. 
We will not.., 
LM 



DISINTEGR- 
ATION 

Dear Lloyd, 

I will not botheir with all this 
rigmarole of savit^y how 
good CRASH IS. although I 
thmk that It is, but will get 
straight 1o the point. 

Looking through some of 
my various computer 
magazines I came across an 
advertisement from Digital 
Integration, Nothing seemed 
wrong at first, but after I had 
looked ag^iri, Inotcced that 
the names of the two centre 
jgames were Thunderbird 
land TT Racer . 
\ 1 1 hen looked for another 
CRASH which had the same, 
or should t say different 
advert from Dl- After a while 
looking through the advert- 
isers' index I found one 
Looking at the names of thfi 



ISSUE ONE 
AGAIN 

Dear Lloyd, 

I am afraid that I am one of 
those unfortunate persons 
who, in their ignorance, 
didn 1 buy the lirsi issue of 
CRASH which has now been 
sold out. If you did decide to 
reprirvi Issue One I wouid be 
delighted to purchase a 



doing this and live in hope 
that eventually you may 
decide to reprint this tasue, I 
have read in your letters 
pages (and know from some 
friendsl about others in my 
predicament — maybe you 
could ask for peopk who 
would J ike a copy of Issue 
One to write in to give your 
support so that you coutd 
make up your own minds as 
to whether reprinting Issue 
One would be a viable enter 
priise. 

^igel Ford, Huddersfietd, 

n/est Yorkshire 

/think we would need at /east 
2Q, OQO people to make it 



many write in then I think tt's 
distinctly likety it will get 
reprinted 
LM 




two centre games advertised 
isawthattheyweredifferenl 
from the first ad! This time 



TT Grand Prix. 
I thought at first thai they 
were different games, but 
looking at The wording and 
pictures I found that they 
were identical. I would be 
grateftjl if you could tell me 
the real names of the gardes, 
and when they are due to be 
released 

Tim Ty^er, Leamington Spa, 
Warwickshire 

Confusing isn 7 it? We/usT 
put the ads in Tim, we don 't I 
look at them i I believe there ' 
were some copyright prob- 
fems with Digimfs first 
choice of titles, and the latter 
ones are correct as of this 
moment. What's happened 
to the games which were due 
in September, f can't tell you. 
LM 



DON'T 
BEUEVE YOU 

Dear CRASH, 

Corrgratulaiions on a fab 
mag. But I've one point of 
information for you. My pals 
and I think that the letters 
printed in your magazine are 
made up and not sent in by 
readers at all I think it should 
be Lloyd end the rest of the 
CRASH team who get the 
£12 worth of software for the 
best letter {that's if yoy do 
give out C12 vyorth for the 
best letter J. 

I also bet you £12 worth of 
software that this latter 
doesn't get printed, and I'll 
bet you as much software as 
you like that there will be no 
£1 2 worth of goodies on the 
way to my door. 

Miuh^ay Smith, Bifcksbum, 
Aberde«n 

Actually this is another 
rather old letter, so Murray 
will probably be surprised to 
see it printed, having been 
fooled into believing that we 
never print real tetters. 
However, he's lost the first 
bet, but won the second- 
Quite right. Murray, no £12 
worth of goodies coming 
your way, you doubting 
Thomas, 
LM 



WHO IS IT? 

Dear CRASH, 
Aque^ 



Oh, and by tN* way. I've 
com^lMted At/cAtac in 6 
minutRS 33 seconds so you 
can feed; that one to the bvg 
in the hall. 

ISteph«n BtOOlcs. Plymouth, 
Devon 
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LIBRARIES 



Dear Lloyd, I'm a lady of 
ihirty who enjoys both youf 
m^ga^^ne and playing 

games on the household 
pecirum — not your usuat 
gamer I suppose' There are 
only three of us in the house, 
me, my husband and a five 
year old computer buff, bul 
our TV is hardty ever used for 
watching programmes, 

I've 90t 3 few pointy to 
raise, so here goes: 

1 f How about an update 
each month of all the games 
you've reviewed — just the 
overall perceotege would do 
fine. 

2) What do you think about 
softwafe libraries? I know 
VQU take the ads, and c^n 
understand that software 
houses are wary c^f libraries 
because of the risk of their 
games being copied, but 
older gamea are so common 
that people can easily gel 
hold of them if they want to 
make a copy, 

We do buy ^ames. but try 
to hire them frrst tf we can. 
This way we fir>d thai we 
probabty buy mo^e games 
than we would, largely 
bec^u^e we aren't afraid of 
wasting our money — and 
we also buy some games 
that we probably wouldn't 
have considered getting if 
we hadn't hi red them. 

I've often tried games in 
shops, but it's nerve 
wracking- There's always 
some smart aJec irt the 
bachgrovmd having a snigger 
at rny futile attempts to 
survive the first onslaught, 
and the louder he sniggers, 
the more my fingers twitch 
and the worse I get. Often I 
decide against buying a 
game tested under these 
conditions, because I cart't 
relax enough to feel my way 
around it. 

I think libraries are a real 
boon, rtot only for us, but for 
people out of work for 
instance Us not only 
$choolkids who don't have 
much money, How does a 
father on the dole who 
doesn 't want h is ch i i d ren 
coRY<^ games afford to buy 
them? Hiring is obviously a 
much cheaper aHe mat ive — 

fiocket money will go much 
ufther with a library, and 
sometimes you can buy ex- 
hire lapes for a fraction of the 
mew cost. 

Yes, I think a good 
software library can provirir 
a real alternative for peopk 
who want to be honest, I 



don't need to copy games 
because I know I've always 

Sot access to literally 
undreds of games in the 
library I use. what can beat 
tfte eitcitement of trying 
different gamesall the ifnu;'* 
Angela Simpson, T»esvilJe, 
Cleveland 

Putftishers and authors ha\/e 
never reotfy iikedthe 
arrangement ofpubhc 
lending Hbraries, which is 
Wh y writers havertow forced 
an arriingement where (he 
libra ries pay a ^naU royalty 
every tt/ne a book is lent out. 
ff you reduce it to 9 fogicat 
absurdity and assume no 
one buys a ganw except 
libraries, then obvfousiy a 
gawelbook wilt not seihn 
sufficient quantities to 
warrant the effort that went 
into It. On the other hand, t 
thmk the points you raise 
sound very sensible. As to 
your first point, the . . . Ahem 
, . afaremefHioned Inden 
should solve most of those 
problems, buff guess a 
listing based on title, 
software house and overall 
rating wouldn't be a bad 
idea. 



WHERE'S THE 
MAP? 

Dear CftASH, 

When you include the results 
of the Ultimate Map drawing 
competitions, why not print 
in fu i the winning entry/ For 
exanriple, I was struggling 
away with AticAtac, not gel- 
ting very far, until you print 
ed the map. One day, soon 
afterwards, I w^ abfe to 
complete the game, thus 
showing how rvelpfui the 
map was. 

After running your Sabre 
Wulf mapcompetition.you ' 
didn't printthe winning entry 
— thus I am still struggling 
away , h av i ng only f ou nd on e 
piece of the arrwj let. 

Come on, help us lesser 
monals by printing more 
maps! 
Michael Vsllercy. Edinburgh 

We are going to be doing 
more maps. I must confess 
on behalf of the an depart- 
ment that plans to print the 
S Libre Wulf map were a little 
t i\i mpen ed when that 
naughty old PCG went and 
printed one along with their 
review of f/je game. 
LM 
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SUPER VAT 



Dear CRASH, 

Rftsding your commenis on 
the Cost Efftcti ve I ettef in the 
February edition of CRASH, t 
noticed a ssftous misapplic- 
aiion of vour VAT stalistii^, 
AttKouq|h you state each of 
the chain eg wholesalers, 
charge 1 5% VAT, they «re 
charged VAT themsels^es. 
Youf oommen'tssubily 
ignore this feet, and could tM 
mistnterpreted to mean a 
total of 45% VAT fs paid by 
customers on software. 

Theoretically it is only the 
addition of further transact- 
ions that would increase the 
VAT aspect. If a tape costs 
tS.96, on|y 78 pence belong 
to the VATman. Where do«d 
the balance of ES.17 go? Like 
many of your readers I 
SMpect, J would like to me 
how this sum is broken 
liown, and how much goes 
to each member of the chain 



one of the sofbware eomj^ 
anies would be wiUing to 
supply a breakdown of 
figures from the manufact- 
ure of (hetape all the way 
through to the n}\si\ price it 
might }ust eKplai^i why tapes 
pLtrchased direct from sort 
ware companies cost the 
same as those boLtght from 
the local shop— but I doubt 
iti 

d H«v«rhand, Aston, 
Shaffieltl ^^H 

/ know that tn CRASH Man 
Order's early dws CRASH 
used to pay between S0% 
andSO% of the retail price to 
buy tapm direct trom 
software houses. Now that 
there are distributors in the 
chain, the software house 
has to kitock off another 7Q% 
apprtfxtn>ateiy from thetr 
share. Of course VA T aets 
added on ail the way through 
the sates chain untit if repres- 
enis IS% on top of£S. 1 7 tor a 
€5, 95 tape. 




INEXPERIENCED 
REVIEWERS 



Dear Sir. 

Somelimes I get the 
impression that your 
reviewers haven't got much 
experience of the Spectrum, 
which! think is very 
important. Take the reviewof 
Fuif Throtrfe — a reviewer 
said, perhaps the colour 
could have been bettec used 
on the background hills. . . .' I 
think the prograimmer has 
done very wbW to get the 
effect on the side of the road 
with alternate pixels. If the 
hilts had been a different 
colour they would have gone 
green in places on the 
curves. 

As an example of the 
reviewers not thinking out 
what they want to say is the 
review on MoonAtert tissue 
6). How on earth can it get 
83% for originality? Also in 
the comments you safd, 
'hardly an original idea/ 
These are so^ contradictory 
that it shows sheer 
carelessness Mind you, 
these are quite rare niggles 
and the standard of your 
maa is very hit^h indeed. 

Massimo Pitts, Lissancien 
Gsrderts, London IVW5 

/ had a frtend who (ivedin 
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Lissenden Gardens once— 
anyway, on to the reviewers. 
Don't forget that there are 
usually three different 
reviewers whose comments 
eppear^ and they are 
sometimes contradictory, f 
recaii in the Full Throttle 
review that the programmer 
was a/so praised for having 
a voided cofour attribute 
problems, which stilt doesn't 
negate b very reason3t>te 
request for more colour On 
Moon Aiert (quite obvious/y 
not an original idea) there 
seen^ed to be a consensus 
that the way the game was 
put together was quite 
original. And anyway, the 
daft originality rating was 
dropped almost before it 
was used, as you must have 
noticed/ Same CRA SH 
reviewers happen to be ace 
arcade players, but quite a 
few are capable 
programmers and one 
studies commerciaf 
programming. AN of them 
have been Spectrum owners 
for at feast a year and most 
since the machine came out 
ha ving had ZX8 ts before. 
None of them is infallible 
eitherf 






BUCK UP! 

Dear Lloyd, 

Ever since the Spectrum 
was introduced (was ii that 
long ago?) its dead flesh' 
keyboard has been the 
subject of derision of many a 
BBC/CBM 64 owner Even 
Spectrum owners {dare I say 
it ') have been known to 
occasionally curse their own 
sr^iatt, rubbery bits, 

So, along comes Sir Ciive 
in his Sinclair Research 
moon buggy and thinks, 
'Let's produce something to 
make these Seeh freaks eat 



Voila! The ZX Spectrum+ 
ts born. 

But what's this' Do I detect 
an air of disappointment? A 
cry of dismay? 

A professional typewriter 
keyboard, a reset button and 
an improved ergonomic 
design PLUS an additional 
eighteen keys has failed to 
satisfy some people — what 
do you want for flBO — an. 
IBM mainframe?^ 

As to the fact that you can 
buy an old version' 
Spectrum and an addon 
keyboard fof ihe price of a 
Plus— how many keyboards 
da you know that have 
Sixteen extrs single-entry 
keys^ Correct me if I'm 
wrong — NONE. AtSO, to fit 
nearly any add-on keyboard 
you have to prise open the 
Spectrum thereby I revalid- 
ating lis guarantee (such a 
shame when it blows up the 
next day}' 

One iast point. The free 
software given away with 
the normal' Spectrum is only 
while stocks last, whilst the 
free pack received with the 
Spectrum + is a permament 
feature. These packages 
aren't the same any way — 
\A hich would you rather 
have, Tasword 2 or Horace 
Goes Skiing? 

So don't knock the 
SDectrum+ . Personally, I 
think it's a good {excellenil 
package with a lot going for 
It, and I would have thought, 
the iogical progression from 
the ZX Spectrum. 

C. R Beale, Formbv. 
Merseyside 

Which would you rather have 
— Tasword 2 orHorece Goes 
Skiifeg? 
LM 



WILL I BE A 
CROOK? 

Dear Lloyd, 

After seeing an advertise- 
ment in a magazine for 
games being sokf at dis- 
counted prices. I phoned the 
company and asked for the 
tree fist of ^ames. It came in 
two days time. But after 
looking through it I 
wondered whether or not 
they were pirated cassettw. 
Is it possibiaior this to be the 
case, and if so, is there any 
way of finding out whether 
or not they were? And if they 
were pirated and ) bought 
one, then would I be 
breaking the law? 

Martin Leij^htoni, Chester, 
Cheshire. 

That's quite a difficuft bunch 
of questions to answer as I'm 
not a legai eagle. However — 
it is quite possible that 
discounted games could 
include commerciafiy 
pirated coptes (it would 
rather depend on the reput- 
abitity of the company}. 
Some commercial pirates go 
to the troub/e of reprinting 
(or 'nppmg off' as it is tech- 
nfcaf/y known f the inlay 
cards in colour. It would be 
almost impossibie for the 
general public to spot this, 
^i/though the software house 
'.n quest/on would be able to. 
i^tpped qtfcoyefS are always 
siightfy inferior in phnt 
quatity and the colours tend 
to took a fittte muddier, so if it 
is a game by a software 
house who s covers are welf 
known to you, you might be 
able to tell. Technically. I 
s uppose, bybu ying a pirated 
cassette you coutdbe 
considered as having 
received stolen goods which 
IS a criminal offence, but in 
the circumstances I very 
much doubt whether this 
would be taken seriously at 
ft II (unless you already have 
a record or such offences of 
course}' 
LM 
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THEY GOT 

THEIR 

REVENGE 

Dear Lloyd, 

Glarvcfng along the shelves 
at my local compuier shop 
recently, the case for 
Crystal's (now Design 
Design ]i Rommei's Revenge 
caught my eye. I opened the 
box and lead the blurb bit on 
the inlay card, which ended: 
', .. RofTimers Revenge is the 
most spectacular game ever 
produced for your Sinclair 
Spectrum'. 

More ir>terested, I loaded 
the game on the shop's 
macnine. Il was only then 
that I discovered that the 
game was unplayable, with 
poor, slow graphics and no 
addictive quaiities at all 
Compared to Knight Lore or 
Beach-heat/, this game is 
complete and utter rubtjiiih, 

But the inlay card still 
claimed the game was the 
most spectacular ever! 
Strange. I have since 
discovered that this game is 
an early effort by Crystal, 
released soon after the 
Spectrum came on the 
seen e. The n . i t may wei i ha ve 
been the best, but now it's 
nothing. 

So the tape is being sold as 
3 con. It would be tihe 
advertising a IVrfodei' T Ford 
as the fastest car ever, It may 
have been when it was 
released, but those t^igures 
have been bettered. So, 
Advertising Standards 
Atithority, take note. 
Companies must be stopped 
from making exaggerated 
claims about their products, 
and then the general pubUc 
will bed lot safer. 
— ZAIex Martin, Wokingham, 
Berkshire 

Actuary, Rommel's Revenge 
Vi/as hardfy 0n '^Qrly ' 
Spectrum game, Alex, but 
you miahjbe pleased to 
k^os^' that the CrystalHe who 
programmed itheatrtity 
agrees with you about the 

Same. As for the Advertising 
iandards — wefl, exagger- 
ated c/a/ms perhaps, but you 
can hardly biame a shop 
keeper for seiltng something 
barely a year old. 

The next reader also has 
fitiaation in mind for another 
software house. . . 
UVI 
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WRONG 
GRASS- 
HOPPER 



Dear CRASH' 

Bug-Byte's successful and 
admitted ty good game Kung 
fu is the subject of my 
grumble. You see, they call it 
"^KunpFu", but that s the 
m, It isn't, it's 
rEIAftefalUfa 
consumer pays for Kung Fu, 
then Kung Fu is what he 
should ^et, 

Consider this: 

The man on the screen 
performs four moves. A 
punch, a strike, and two 
kicks, The PUNCH is identical 
to Karate's 01 ZLJKL or lunge 
punch; the STRfKE is similar 
to both HAITO UCHI — ihe 
Ridge Hand Strike and 



URAKEN UCHI- the Back 
Fist Strike: the LOW KICK is 
MAEGERMfronrkickJata 
low level; the HIGHER KICK 
is identical to YOKOGFFII 
KEAGE or the Side Snap 
Kick. 

So tw warned Bug-Byte; 
you may receive a visit from 
the Trade Descriptions 
people! 

Glenn Devey, Stiirl»y, West 
Mkiiandi 

Thank you so much Gtenrt, 
You have solved the 
probiem of why t got 
nowhere with this game-^ i 
thought it was Judo, t 
thought the punch was 
identicafto a FfSTfN THE 
fA CE and the high kick 
fooked simifar to the street 
fjghtmg tactic THE KICK fN 
m£ GQOUBS. Now f/i have 
to get it out agam and have 
another go 
UVI — 




WASTED 
SPACE 

Dear Lloyd. 

Firstly, I would like to express 
my gratitude for such an 
excellent magazine, 
although partoMhe review 
ing leaves something to be 
desired. . , . 

Throughout virtually every 
issue of CRASH, there 
lingers the excuse ', . .sorry 
not enough space for that 
this month, wait t*ll next 
month'. This i$ rather ironic, 
after nearly 1 V^ pages have 
been given to reviews of use 
less games, some of which 
barely gain half marks. 

I for one would not read a 
lengthy review of a bormg 
game-— why not fust give 
theoutlinewiththepercent- 
age rating and use the space 
for more worthwhile inform 
at ion? 

Justin McNaughton, 
Eastcote, Middtesex 

One man's useless game is 
another man's hit. and going 
back to the 'six months of a 
programmer's life ' bit. it's 
unfair to slam a game 
without saying why m at 
teasi decent detati. S'my 
opinion anyway 
LM 



DOWN UNDER 

Dear CRASH, 

Being a resident of the 
land down under, we get the 
British magazines about two 
months after they are releas- 
ed in Britain. Then, when we 
firaliy do gel them, we read 
about competitions that exp- 
ired the month before. Now, 
with some of the really good 
competitions this is extreme- 
ly disappointing. So could 
you set a special expiry date 
for overseas entries? CRASH 
is a really great mag, but it's 
not so great whert you can't 
enter the competitions. 

Colin Lock hart, Forbes, 
N.S.W. Australia 

Weff f suppose that 's quite a 
fair point, but It wouid be a 
little difficult to administrate, 
since it would mean delaying 
the whole competition by as 
much as Three months, 
wo utdn 't it 7 And it would be 
hard to put aside, say three 
or four prizes for possible 
overseas winners. I'm not 
quite sure what to say about 
that. Colin. Certamty dtstrib 
ution of overseas copies is 
pretty quick, so there must 
be delays down under One 
way round it might be to sub- 
scribe, in which case you 
would get your copy sooner 
LM 



GOOD IDEAS 
DEPT 

Dear CRASH. 
I think it would be a good 
idea if you had a section 
giving the names of all the 
people who have won comp- 
etitions, as I entered the 
Aug^u ST Pool compet it ion ar>d 
was one of the winners. 
However, I did not receive 
my prize until late 
Novembfer. I had long before 
given up hope on the comp* 
etition, and Kad nearty 
boughtthegarneonacouple < 
of occasions. 

Having this in would save | 
a I ot of mo n ey If the prizes all 
corneas late as mtrre, I ' 

appreciate that this would ' 
take up a few more pages but , 
I stil I tntnk it would tw worth ' 
it, 

Marcus Cooper, 
Bromsgrove, Worct 

rttpuT this forward at the 
next production meeting fm 
mvited to (probably be next 
year), I suppose one problem 
is that if there am a tot of 
competitions the page can 
look very boring, all those 
names and so on. Still, it 
does sound worthwfvle. 
LM 

HE'S A CHEAT 

Dear Lloyd., 

Cm wr it i ng to I nfo rm you thai 
a person who appeared in 
the HALL OF SLIME, Ihe so- 
called truthful: Paul Aveioom 
is a fraud. He claims that he 
cleared 3.36m of DT's high 
jump. This is impossible. I 
tried one of your useful tips 
and it proved that the highest 
you can clear is 2, 7m ■ for as 
soon as you attempt to jump 
any higher, the bar knocks 
itself oTf.... 
Graham Souter, 
Cteethorpes. South 
Humtierside 

Some people wilt do 
anything to get their names 
in print f 
LM 



Well, that's the lot for this 
month. Everyone is getting 
ready to go to the LET 
ExhibrCion, while I'm packing 
up my 1921 Hefmes type- 
writer and going back ta the 
cottage for artottver round ol 
Kungrate. Don't forget 
Uoyd. Im here at CftASH, PO 
BOX 10, LUDLOW. 
SHROPSHIRE SVS1DB 
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Yes. Ghostbusters is a computer game, too. 

The game play follows the film with incredible 
accufacyt Even down to the chart-topping music score. 

Your task is to rid the world -and in particular New 
York Crty-of a cataclysmic plague of ectoplasmic nasties. 

Play it weJI and we give you a Ghostbusters franchise - 
with your own secret account number Use this number and 
the rnoneyit brings you,to buy the same ghost busting gear 
they had in the film. (Don't worry- we'll give you some 
rTkOOey to get started.) 

You will have earned it. And you can use it to go to 
ur>dreamed of tevels. Dont try to use someone efse^s 
number, we'll find out 



From then on, it's you against the ghosts. AJI the way 
to the Temple of Zuul, 

Where the final battle begins. .. 

Designed by USA's David "Pitfall It and Decathlon" 
Crane and running on Commodore 64 cassette and disk 
and Spectrum. Coming soor^ on other systems. 

S^cliVisioH 

Ybur computer was made for us. 



AVAILABLE FROM SELECTED BRANCHES OF BOOTS, WH SMITH JOHN MENZIES, LASKY'S, SPECTRUM, RUMBEIOWS. WOOLWORTH 

AND GOOD COMPLfTER SOFTWARE STORES EVERYWHERE 



OMMCALC 2 

Franco Frey mvesttgates the facts and figures 
surrouncting the latest spreadsheet offering. 



Mcrosphere has just launch- 
ed an improved version of 
their original Omnicafc 
spread-sheil program, aptly 
named Omnkak 2. The new 
version n%akes full use of the 
microdrive. RS232 and net 
facilities of interface 1. The 
program itself can be saved 
onto a microdrive cartridge 
and models can be saved 
and loaded from micro- 
drives, the net or via the 
RS232. Omnteak 2 is also 
designed lo support fullst^e 
printers, either via one of the 
many aftermarlcet Cenitror>- 
ics rnterfaces or via the 
RS232 port of ihe ZX inter- 
face 1. Omnicalc 2 includes 
now grephical represent- 
0Uon of model results by 
plotting histograms. 



Basics 



Omnicalc 2 provides 
access to a grid of numbers 
which can be up to 99 col- 
umns across and 250 rows 
deep. Any mathematical 
function on the Spectrum 
can be used as formulae 
within the grrdfieids so that 
any financial or engineering 
model can be generated. The 
program works on a prompt 
b«S& and provides several 
U84^l functions to minimise 
repetitive and time-consum- 
ing inputting. 



Of Ins and Outs 



upon loading the program 
checks for the presence of 
the interface 1 and if present 
wiU delay the auto-run to 
provide The possibility of 
saying the program to micro- 
drive. Pressing a key during 
this period will initiate the 
microdrive save. During the 
SAVE and LOAD functions 
the program pronipts for a 
channel which will dictate 
where the model is saved or 
loaded. This can be either 
cassette, microdrive 1-8, via 
RS232 channel 'b' or via the 
broadcast channel in the net. 
Similarly decisions can be 
made for print-outs, Omn/- 
caic 2 prompts for number of 
columns and the maximum 
values are 3 for the ZX prim- 
er or Alphaoom 32, 9 fof the 
80 column printers and 1Sfor 
132 COJumn printers, Oepen- 
dir^j on the printer used, two 
dtfrerertt versions of Omni- 
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ca'/c^can be loaded, "om 2" 
occupies the top of the Spec- 
trum memory, whereas "om 
64000" leaves the bytes 
between 64000 and B&B3B 
free for printer interface soft- 
ware that will not fit into the 
256 byte LPflINT buffer. In 
any case the driver software 
must be loaded before the 
program, Printers with serial 
mterfaces can be connected 
up to the RS232 port of inter 
face 1. In this case the printer 
channel (channel 3} must be 
opened as an RS232 char^ 
ne I. This can be done before 
(chapter 8 of the interface 1 
manual! or after loading 
OmnicafC 2 by using the 
Baud and Open 3 options of 
Omnicafc Zs function X 
when the program has 
loaded. If the printer 
supports graphics, the prog- 
ram must be told where the 
specific hardoopy routine 
starts by using option C of 
function X. 



Of Skeletons 
and Grids 



Ar>y position in the grid is 
defined by a gr>d reference 
such as A1, A representing 
the line number {double 
letters from line 27 on- 
wardsL t the column pos- 
ition- The screer* displays 
only a small portion of the 
entire grid, the 'window" on 
the grid The wirtdow is 3 col- 
umn by 1 B lines and includes 
also the header information 
relevant to each column and 
each line. Grid references are 
used in equations. Unless 
otherwise specified, Omni- 
cBtc 2 takes ihe grid refer- 
erhce S8 a relative position, 
A1 being the vaiue in the box 
immediately to the left of A2, 
and therefore equations can 
easily be reproduced along 
whole row^S or columns, Are 
the grid references to be 
taken as absolute values, 
they need to be proceeded 
by a k. 



The Works 



Two areas are available for 
modeiisng One is the actual 
spfoad-sheet and the other 
the so-called work area. The 
work area is used as a buffer 
area for moving values 
around within the spread 
sheet, for the plotting of his- 
tograms or for the transfer of 



values to other spread-sheet 
models. Function W trans- 
fers the values from spread- 
sheet to work area or vice 
versa. 

Work ts started by setect- 
ing L for Load, Erther an bkis^ 
ting model may be loaded 
from tape, microdrive, via 
net or serial port, or the exist- 
ing spread-sheet erased and 
a new one initiated by input- 
ting the number of rows (15- 
250) and columns {3-9% The 
program detem^ines wheth- 
er there is sufficient memory 
space. If the Load option is 
selected, either spread sheet 
data or work area data can be 
loaded. 

At any time the spread- 
sheet model may be saved to 
tape, microdrive, via net or 
serial port. Again the choice 
can be made between 
spread -sheet data or work 
area data, 

Unshifted cursors move 
the cursor around the screen, 
shifted Cursors move the 
window on the grid. Function 
G positions the window to 
any indicated position. 

I is used to enter informat- 
ion at the cursor location. It is 
followed by a prompt 
"text?" if the cursor is posit- 
ioned in a heading position^ 
or "EquationA/aTue/Slank/ 
Text?" if in arvy other. 

Option K copies the cont- 
ents of the box under the cur- 
sor to any specified location. 
Option R repeats the cont- 
ents to another position eith- 
er to the right on the same 
row or down in the same col- 
umn. 

Totals or Sub-totals may 
be entered with function T. 
This accumulates all values 
above (column) or to the left 
(row) with the exception of 

Fjrevious sub-totais or totals, 
( sub-totals is selected, the 
program accumulates all val- 
ues until another sub-total is 
reached. 

An interesting and useful 
feature is Year (Y) which pro- 
yides a fast method of feed- 
ing in the months of the year 
in the column or row after 
the first month has been put 
in manually. 

There is the possibility of 
changing the grid-siie dur- 
ing the worifing of a model 
by inserting or deleting a oot- 
umn or row with function A 
(Amend area). 

Function C forces a recalc- 
ulation ol all variable values 
such as equatiorrs and totals, 
tf Option Repeat is selected. 
the program repeats the cal- 
culation until the value in the 
last box (bottom right cor^ 
ner) becomes zero. A choice 
is offered for the calculation 
to proceed row by row or col- 
umn by column depending 
on the requirement of the 



worked model. 

Quidi mode (Q) may be 
selected for speeding up a 
model with a lot of data by 
not displaying already exist- 
ing data. This allows for very 
fast window shifting. Mode 
(M) switches betweent int- 
eger and 2 decimal display. 

At any time ihe original in- 
put data {Equation, total etc.) 
of a box may be checked by 
the Decode function (D). 

Hardcopy can be obtained 
with the Print function which 
will prirtt either any rectangle 
from within the model or all 
data within the model. To 
display the results in a more 
graphical way, a histogram 
may be plotted (shifted 9). 
Scaling is dor>B automatic- 
ally. Up to three groups of 
values may be displayed 
with solid, stippled or out- 
lined columns Column gaps 
may be selected if desired. 
The histogram can either 
have One column for every 
value, or can be stacked so 
that each column contains 
one va^ue from each group 
stacked on top of each other. 
Once displayed, the histo- 
gram may be annotated and 
a hardcopy produced (shift- 
ed 9). 



Of Manual and 
Utilities 



Provided with the software 
cassette is a detailed 32 page 
manual with a worked 
example, special notes on 
using microd rives and inter- 
face 1 and printers and a 
comptete list and explana- 
tion olall available functions 
together with a list of error 
messages. The cassette con- 
tains two utility programs 
which altow the transform- 
ing of any original Qmnicalc 
model into the new Omnh 
ca/c 2 format. 



In Conclusion 



Omnkak 2 pr^enta itself as 
a complete and easy to use 
spreao-sheet package. Full 
use has beer^ made of the 
interface 1 and microdrive 
facilities and t fie aftermaf icet 
Centronics interfaces and 
this is where the program 
really scores. Through the 
use of these peripherals it 
rises above the limits set by 
the ZX Spectrum hardware 
confines and shows itself to 
be a really professional tool. 



Program : Omnicak 2 
Suppliers Mkrcsphere 
Memory: 4AK 
Price: £74 35 



Your chance to relive the deadly skills and awesome power of 

^<s\ THELEGENDARY»«™« 

BRuce Lee 
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• Twenty Secret Chambers. 

• Dazzling Graphics and Animation 

• Unique Multiple Player Options. 





Spectojm 48K Disk and Cassette £7.95 
Commodore Disk £14.95 Cassette £9.95 
Atari Disk and Cassette £14.95 
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TK£ aUriMATE IM AMERICAN SOFTWARE FOR 

YOU in U.S. COLO, 
t.8. Gotd la ■tocked by all leading computfir gtom* 

Dedlef»< For infmrnatlofv on how to b«t>me a OS Gold 3tod<ls! 
j_ #r*e[o:Cenli*SohUd ,<Jrill 10. ThePflAwflylnditflrialCeriV- 




50 COPIES OF 'GYRON' 
TO BE WON!! 

In this competition from FIREBIRD 



"trfSr 



Sadly, RREBIRD didn't reatly fe«r 
thev coukj let us offer a PORSCHE 
as tne prtza in our GYRON 
oompatition — but they have 
agreed to let us give away 50 
copies of the game, wtiicfi has 
already reached CRASH SMASH 
status — see page 16, 

Win the game (or buy it for £9.96 if 
you're unlucky) and you coutd stilt 
be on the trail of that sleek motor 
vehicle — for RREBIRD will be 
handing over the keys to a 
PORSCHE 924, or an equivarent 
Suitc^asefull of money, in October 
to the first person to liave penetra- 
tsdthe heavily defended maze 
oompiex contained in the game 
arrd lap the computer -it protects. 

Our competition is much easier 
than the challenge presented by 
GYRON but then we couldn't 
spare the 4 man-years FIREBIRD 
invested in setting up their 
problem for you to have a go at 
cracking. Round here, we tend to 
work in terms of thing-minutes, so 
here goes: 



FACET ONE 

Solid modeb of 3D geometrical 
figures can be made by tracing a 
network onto cardboard, then cut- 
ting, folding and sticking in best 
*Blue Peter squeeiybottle fash- 
ion. On these pages we've drawn 
five of these 20 nets (labelJed, with 
rare inspiration 1 to 5), and five 
representations of the solid 
models that they would make up 
to (A to E) 

Using your skill and judgement, 
and if need be, scissors and paste, 
match em up! 
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FACET TWO 

'You' play a sfnall Icosahedron in 
GVBON. Hedrvs is Greek for 'fae*' 

1) Who was Janus? a) A Greek 
Gocj; b} The patron saint of 

Jan rtofs, from whom- they get 
their name, c) A Grecian coin? 
Why do you think w« are asking 
you? 

Z^HowManyfacesd oes a Moeb tus 
Strip have? a} Two; b) seven: c) 
one; d) five? 

3J What Is "The Face '? a) A Greek 
tragedy; b) A mountain climb; c)A 
magazine; d) A dance 

4} What w&$. the many -beaded 
s«rpefit killed by Hercules called? 
a} Hedra: b) Hudra; c} Hidra; d) 
Hydra? 

5) How many faces does an 
Icosahedron have? a) Nine; b} 
Nineteen; c) Ninety; d) None of 
these? 



Answers please on a postcard or 
the back of a sealed envelope to 
GYRON COMPETmON, CRASH 
MAiiAZINE, PO BOX 10, 
LUDLOW, SHROPSHIRE, 
SYS f0Bto arrive no later than 
first post MARCH 28 tf you want 
to enter more than one 
competition and save the stamp, 
please write Multiple entry' on the 
envelope you send them in and 
have each entry on a separate card 
or envefope. We'll love you for it! 

The first 50 correct entries pulled 
from bag will each receive a copy 
of GYRCSn for the 4SK Spectrum. 
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'I BET TOLKIEN 
DID THE SAME' 



Some games sre reteased that seem to 
change everyone's concept of what csn be 
done on a computer. Lords of Midnight was 
one such, Now with its successor Doom- 
dark's Revenge out, 'Midnight' fanatics 
■ iQer/y await the third and finai part of the 
tn/ogy. But wilt it be the final game in the 
series, and did you know thai Lords of Mid- 
night could have been catted something en- 
tireiy different? ROOER KEAN traveled 
across the Mersey to tatk to 'state of the art' 
programmer and 'Midnight* author MIKE 
SINGLETON about the past the present and 
the future as seen through The Eye of the 
Moon 



mt seemed su ita bte to ta Ik to 
Mike Singleton in the coffee 
lounge ol Liverpool's Adel 
phi Hotel because the 
lounge' is a vast, carpeted 
and pttfared area echoing to 
the sounds of the Roaring 
Twenties, a time when the 
(ounge was probably full of 
brightly dressed, wealthy 
Li'/erpudlians — a bit like a 
vast game waiting to be fired 
by the player, The time of the 
hotel's heyday was also the 
formulating period of JRR 
Tolkien, the fantasy fiction 
author who can justly claimi 
to the the source material for 
so many computer adven- 
ture games today. Mike, who 
had nipped across the 
Mersey from his home in 
Wallasey, and t sat down in 
solitary spler>dour and I 
asked hin> first whether the 
solitary life of a prograrrimer 
requires mure self -disci pi me 
than his previous profession 
wfiich was a teacher. 

"What I find most dlFTicult 
is getting started actually, 
once the program is going 
it's easier, It's ailways lough if 
the deadline is loomirTg. On 
DdOmdark's fteveng& 1 did 
underestimate by six weeks 
how long it woutd lake to fin- 
ish. As the original deadline 
was approaching I was pull- 
ing out alt the stops and 
working till two or three in 
the morning and then get- 
ting up at mne end carrying 
on again. You can on)y do 
that ^r so long. You can do it 
towards the end of the pro- 
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gram, and t miscalculated it 
and ( found I'd knocked my- 
self out and still had a lot to 
dO- So finishing Do&frid&rk's 
fievenge was a real grind.' 

Between programming 
stints Mike has another 
major commitment to the 
'play by mail' game which he 
has run for several years 
now and which is calleti Star 
Lord. The game is an invest- 
ment he made of royalties 
received for Sinclair prog- 
rams in the ZX81 games 
packs. 

'I think I'm right in saying 
that it was the first play by 
mail game to be processed m 
this country. We used to 
have about 700 players — it's 
come down a bit now. It*s 
done on a PET with a hard 
disc and a nice little ink jet 
colour printer SO you get col- 
our printouts of your posit- 
ion iT\ the galaxy, and in 
addition to the maps you get 
battle reports and how much 
fuel there is, and a custom- 
ised order form on the bot- 
tom which you send bade tn 
with your orders for star- 
ships on it. It costs C1.25 a 
turn to play, so it's really for 
fanatics. The longest game's 
beer; going on for about 
three years now — it's 
reached turn 90!" 

Which means the players 
really have to be weatthy fan^ 
atics to have already spent 
£112.50. But it seems you 
can play for free if you bec- 
ome an Emperor which must 
be quite an incentive! 



'If it's a fresh game yoti can 
probably betxime Emperor, 
(f you're lucky or skilful, with- 
tr^ 10 turns. But once a 
game's got an Emperor they 
tend to hold onto it quite des- 
perately,' Mike added with a 
laugh. 'But we have had one 
or two Emperors recently 
who have dropped out be- 
cause ttvey have got rather 
tired of beiri^ Emperor 
through insufficient chal* 
lenge although they have got 
all the other players in there 
against them/ 

Star Lord was set up with 
money from royalties, ar>d I 
asked Mike how he started 
off life as a games program- 
mer. 

'I was given a iittle Sinclair 
programmable calculator for 
my birthday — it must be 
over five years ago — which 
had 32 programmable stepsf 
rd done a matchstick gafne, 
you know, you've got so 
many matchsticks in a row 
and you take off one, two. 
three. A very simple formula 
(o work out. I had a friend 
who worked in a betting 
Shop and he was very inter- 
ested in working out bets on 



it There are some very com- 
plicated bets — there's one 
called 'around the clock' 
which actually consists of 13 
different bets on three 
horses, and I wrote a little 

f}rogrann which would catcu- 
ate 'around the clock' and 
then we decided we would 
try and do it oommercialty. 
Betwuen us we chipped in 
for a Teicas Instmments pro- 
grammable which went up 
to 200 steps and a magnetic 
card and managed to have 
around fifteen different 
types of bet- Then we gradu- 
ated to a PET, and the idea of 
that was not to just calculate 
the bets but to do all the 
office work in the betting 
shop as well-' 

It seemed like a good idea 
but ran into problems when 
a race was about to start and 
because of the rush to the 
counter it was impossible to 
put the information into the 
computer fast enough. But 
Mike and his tutting friend 
were not quite finished with 
the horses. 

'I just messed around with 
the computer for a bit and 
came up with something 
called 'Computer Race' 
which was a computer-run 
hofse race' 

'That had graphics of the 
horses?' 

'Oh yes. This was specific- 
ally designed for betting 
shop use, say when the rac- 



'I just messed around with the 
computer for a bit and came up with 
something called 'Computer Race' 
which was 3 computer-run 
horse race.' 
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tng was off because of bad 
weather. It wes developed to 
the point where rt would do a 
comptete printout of all the 
opefatfOr>$ dor^ during the 
day, so yoy had a list of all 
(he races run that day for sec- 
urity purposes, and it was on 
ROMs so it couldn't be tamp- 
ered with. We actually sold 
one to someone in Ireland 
which apparently is still run- 
ning. In Britain I'm afraid we 
had problems with the Bet- 
ting Law^j which are very 
strange. You're not allowed 
to have anything that resem- 
bJes entertain mem or comf- 
ort in the batting shop, r 
mean having chairs is a little 
bit dicey, you might be oon 
travening the faws — you're 
encouraging peopFe to go 
into a betting shop' ^Vb had a 
test case where we had in- 
fofmed the police so that 
ihey could bring a test pros- 
ecution and it went agamst 
us, it was about 49/51. So 
that was the end of that,' 

But it wasn't quite the end 
of the graphical idea becau^ 
at about that time the Vic 
home computer emerged 
and Mike converted the 
game for the new machine 
which offered better graph- 
ics but meant simplifying the 
content. Out of the original 
idea came the game Shad- 
owfax 

The movirtg horses came 
from the betting game on rhe 
PET. In fact I toot the graph- 



ica from Muybridge's photo- 
graphs of horses — they 
must be the oldest computer 
graphics aJboutI They've 
Deer\ squeezed and stretch- 
ed a bit since — they were 
stretched a bit on the Vic as 
it's got much longer pixels 
and tHey were squeezed a bit 
on the Spectrum/ 

Muybridge was a famous 
early Victorian photographer 
who became obsessed with 
capturing moving images by 
using time lapse stifl photo- 
grapny, and haa often been 



credited with being a fore- 
runner of the modem cine- 
ma.^ But Mike seemed to t>e 
putting the horse before the 
carl in this case, t wondered 
wl\ether he had had any 
trouble in selling the id^a to 
Postern who released Shad- 
owfax and he explained that 



there had been a previous 
association. 

'Well I'd already been 
doing games programs for 
the RET for Petsoft. And they 
had a deal goir>g with Sir 
Clive to do programs for the 
ZX8Q, that was about 1^0, 
and I did six 1K machine 
code programs, Td just fin- 
ished those when the deal 
fell through with Sinclair, But 
they gave me his number 
ana I phoned up and said I've 
got these programs and he 
said send them through. In 
November of that year, hap- 
pily, I was invited down to 
Cambridge arid I saw the 
pmtotype of the ZX81 on 
EPROM and I was asked if I 
could do the games for the 
coming ZX81. Unfortunately 
J couldn't convert the ZXBO 
games because of the extra 
systems variables. 8ut I 
eventually came up with six 
short 1K programs in BASIC 
in about two weeks over the 
Chrrstrnas holfdays and 
those became 'Gamespacii 
Number 1 '. 1 don't know how 
many got sold, but I got 
about t6,0OO in royalties! I 
mean it was about thQ best 
rate of pay I've ever had or 
are ever likely to haver 
\\ was this money that Mike 
invested in equipment and 
advertising to set up the Star 
Lord game. But his link to 
Postern was that James York 



I don't know how many got sold, but 
I got about £6,000 in royalties! I 
nnean it was about the best rate of 
pay I've ever had! 




Limited, one of the larger 
tape duplicators, had done 
duplication for Petsoft Post- 
ern was an offshoot of 
James York and included an 
eX'Petsoft director on its 
board- The software house 
was set up to extend James 
York's operation into the pro- 
duction, packaging and mar- 
keting of software. So for 
M i ke S ingleton , there was a I - 
ready the contact and he 
never had any problems in 
getting software marketed 
through them, 

'There were throe prog- 
rams I did for Postern in the 
early days, all on the Vic orig- 
inally, which were Shadow- 
tan, Srege and Snake Pit. I'd 
done the snakes about six 
months befofe I worked out 
what to do with them, just 
spent ages watching them 
wriggle about the screeni 
That was afl on the 3,SK Vic' 
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'Did you do the Spectrum 
versions for Postern?' 

'I did most of the Spectfum 
versions except Shadawfax 
which had a listing of all the 
graphics, well graphics were 
a major part ofthe game, but 
I did alt the others, I think 
Srmke Pit turned out the best 
of all/ 

'So what happened after 
that? There's quite a gap 
between Snake Pit and lards 
of Midnight?' 

'At the same time as doing 
that I was running Star Lord 
and it was ej<pandtng quit© 
quickly. We had reached 
about three or four hundred 

r layers by then from all over 
think our furthest player 
was in New Guinea! We stiH 
get phone calls from the 
strangest places. People are 
willing to spend a fortune on 
their moves, like when their 
space ship is about to get 
blown up) The next thing I 
did in tern\s of corriputer 
games was the 3 Deep Space 
series which was a bit of a 
flop I must admit. It worked 
well on the BBC and Postern 
had insisted on it being don© 
on the Spectrum, Commod- 
ore 64 and Vic if possible. 
And it was just about poss- 
ible if you fiddled around 
with the telly enough and 
youreyesight was A!f It was 
very tough doing the Spec- 
trum one because the col-^ 
ours weren't right. The 
trouble with the Spectrum is 
that there's always too much 
differentiation not only bet- 
ween the actual colours 
themselves, their hue, but 
their intensity. I originally 
wanted to use blue and red 
but the blue is just too dark 
compared to the red. So yoo 
could never ad^st the tele- 
vision set to get an equal 
image. And there were other 
problems such as you can't 
mix the colour properly in a 
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character cell. I know that the 
effect wasn't really visible to 
many people. It was very vis- 
•bte to me because I'd spent 
about three months sitting in 
front of a TV screen with 
these damned googles on, 
and by the time I'd finished 
that I hardly needed the gog- 
gles. I remember driving 
OOwn to Cheltenham where 
K^tern are based and I 
found myself driving along 
the motorway gazing into 
the distance trying to estim- 
ate how many hundreds of 
yards the next car was in 
front of me! I think the major 

Eroblem was that you were 
Ound to get quitea high rate 
of returns from people 
whose eyesight just couldn't 
cope with it. tn fact there was 
one chap, apparently, who 
wrote to Postern thanking 
them for the game because 
having played it and been 
unable see the effect, had 
gone along to the opticians 
and discovered he really did 
have defective vision!' 



functional as possible so 
that, hopefully, the graphics 
should have a purpose as 
well as being mere decorat- 
ion. I think that cameout best 
in Snake Pit where every- 
thing, the shape of the 
snakes and so on, all had a 
functional purpose, they 
actually formed walls and 
you ended up with a moving 
maze. So the idea of land- 
scaping popped into my 
head where you would have 
to use the graphics to know 
where you were and to piot 
your progress through the 
map. I mentioned it to Terry 
ana, I had some other ideas, 
but he liked that one best of 
all. Originally it was going to 
be caKed Lords of Atlantis. 
because I'd been toying with 
an idea, a similar idea, which 
was more map-based rather 
than panorama-based, for 
play by maif, So I grabbed a 
few of the ideas I'd had for 
that and mixed them up with 
the landscaping and that's 
how Lords of Midnight start- 



'One of my primary rules in 
designing a game is to try and make 
everything as functional as possible so 
that hopefully, the graphics should ' 
have a purpose as well as being mere 
decoration. 



It seems a tong gap and a 
huge leap UomSOeep Space 
to the amazing Lords of Mid- 
night as well as a change of 
software house. I asked Mike 
how he had become involv- 
ed with Beyond. 

'I'd done quite a bit of writ- 
ing for Computer 8t Video 
Gdfnes when Terry Pratt was 
the editor. He moved across 
to set up Beyond within 
EMAP's framework, and he'd 
been pressing me for quite a 
while for a game for Seyond 
and I'd been saying, well 
yeah I'll come up with some- 
thing sometime. It was Sept- 
ember 83, he came up to 
Chester and we had a chat 
about some of the ideas I'd 
got. ) had some landscaping 
in mind, t'd never seen any- 
thing like The Hobbit or I'd 
never really bothered with it, 
but a friend of a friend had a 
Commodore 64 version of it 
and I was appalled at the 
speed at which the graphics 
came up! I assured him 
something better could be 
done 

'One of my primary rules 
in designing a game is to try 
and make everything as 



ed off/ 

'Vou make it sound very 
technical, yet people clearEy 
went overboard when the 
game cameout for the whole 
fantasy ^world that's created 
in the game. You must have 
had a fairly clear idea of the 
characters and the way life is 
carried on in the Land of Mid- 
night? 

Yeah, but it grew from the 
initial idea of landscaping, 
which meant a terrain type 
game rather than rooms like 
you get in most adventures. 
So I made a few tests first to 
check whether it wou Id work 
and then drew a large map, 
which I still have, in nice felt 
tip colours. It isn't quite as 
difficult as It sounds and 
really I bet Tolkien did the 
same — you start off with a 
few word endings and tack 
different syllables on the 
front until you oome up with 
something that sounds good 
so you sit there going 'Ush- 
garak, Ashgarak, Ighrem' to 
yourself until you get some- 
thing thai sounds nice or hor- 
rible according to what you 
want. And once \ got the map 
then 1 staned doing the sioty 



before I got on with any pro- 
gramming and it was really 
the ston/ that built up the 
atmosphere. I managed to 
get through the story quite 
quickly, in about three 
weeks. And that clarified all 
the major characters anyway 
— there were a few charac- 
ters who came in later like 
Farflame the Oragonlord, he 
came in during the actual 
programming stage.' 

fWany writers of ftCtion 
have noted that once creat- 
ed, a character starts to take 
on a life of its own, dictating 
further events, and a whole 
fantasy world can apparently 
write itself. I asked Mike 
whether a similar thir^g had 
happened when he was 
woridng on the story of Lords 
of Midnight. 

That's how ) tend to write 
anyway. 1 start off and let it 
take its own course. Al- 
though with this it was a little 
different because ) ai ready 
knew that what ) was aiming 
towards had to be some sort 
of climax, they all had to set 
off against Doom dark at 
some Stage. I think the most 
fun was doing Fawkrin the 
Skulkrin, I had some real fun 
with him.' 

'Was it to be a trilogy from 
the outset?' 

'Yes. It was really, al- 
though Terry Pratt was keep- 
ing his options open to see 
how the first one went ' 

I imagine it didn't take 
them too long to make up 
their minds that it would be a 
trilogyf?' 

'No!' said Mike with a 
laugh. 

'So when did you actually 
start on Doomdark's 
ftevenge? Immediately after 
Lords of Midnight or was it 
already underway?' 

Well it wasn't really. An 
awful lot of new s:tuff went 
into Doomdsrk, which is 
really why it took a bit longer 
to do than I'd anticipated. To 
fit the new stuff in 1 had to 
restructure the way the 
game was moderated intern- 
ally quite considerably. I'd 
got about 3 bytes spare on 
Midnight, 1 know I'd already 
streamEined it about three or 
four times to get it to fit in, so 
I had to lake a slightly differ- 
ent approach lo Doomdark's 
Revenge although certain 
things remained the same, 
such as the routines for 
putting the graphics up on 
the screen were unchanged. 
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ciaix^iovLe Qmu^s 



£9.95 



Tir Na Nog-the land of youth, the other world. 

TIr hn Nog-the kingdom of the sidhe, the hofiie of dagda's cauldron. 

Tir Na Nog -a vast and compIeK adventure, in a magical cettic landscape, 

Tir m N6g-a most stunitmg visual eKperieitce, with state^t he-art film 
animation. 

Tir Na Nog -a true computer mouie. 



4BK ZX SPECTRUM 

CBMB4 

ALSO FROM GARGOYLE: 
THE STUNNING SPACE GAME, 
AO ASTRA * £5.95 

WINNEfl-CRAIH READERS' 
If ST SHOOT- IM-UP AWJUtO 



GARGOYLE GAJ^ES, 74 KING STREET. DUDLEY, WEST MIDLANDS. TELt DUDLEY 238777 
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The graphics wsre different 
of course but that's just a 

guest i an of redrawing thenn. 
ut as t was doing Lords of 
Midnight I realised there 
were ways I could have done 
it more efficiently if I'd real* 
taed it at itie beginnmg. but 
by then it was too late to go 
back.' 

'Whatsortofthingsdovou 
mean?* 

'One of the things -- I sup 
pose *t's only a technical 
point — is that different 
types of characters and obj- 
ects had been stored in dif- 
ferent formats of table in 
Lords of Midnight, so I'd got 
tables for arinies, tables tor 
cliaracters, I'd got tables for 
objects, and being in rnach- 
ine code each ane needed its 
own little routine for access. 
But what i did in Ooomdark's 
ftevenge was make all ttie 
tables work on the same sort 
of fbrnnat so ihev could all be 
accessed by the same rout- 
ine even though they were 
different tables, which com- 
pressed it eft considerably. 
Other things came out of that 
as well. With each character 
having his own particular 
starting location, instead of 
havinq to save two x and y 
cooroinates I only had to 
save the one and you get the 
character's name and his 
Starting location, so that 
saves a fait more. I have to do 
a little more text compress- 
ion yet again.' 

'How does tf>e text work in 
these games then?' 

* On both Doomdark's 8ev- 
e-ngc and Lords of Midnight 
tt works on words so you've 
got a token for each word. In 
fact the vocabulary in both of 
them only goes up to 250 
words. It's all done by swap- 
pi n<g round, putting different 
anotrvgs on them -- there's a 
few escape codes, so you 
can do an escape code for a 
new paragraph, an escape 
code for I it era I asdt charac- 
ters, for commas and full 
stops, and an escape code 
for capitals at the beginning 
of a word. In lards of Mid- 
night I had more trouble fit- 
ting it in because it was the 
first time round and my est- 
imates were further out than 
they were for Doomdark's 
Revenge, The actual words 
for Lords of Midnight were 
stored in five-bit blocks so 
five bits for a letter, which 
meant hav(r>g huge long 
strings of bytes which you 
had to access five bits at a 
time — a rather awkward lit- 
tle routine and it made put- 
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ting the te»(t up a linle bit 
slower than in Doomdark's 
revenge which had more 
space and al lowed me a byte 
per letter, which is a great 
luxury! 

'I ]ust rationatised the way 
the language was being used 
in Doomdark's Revenge. 
Starting off and because I 
started off in Lords of Mid- 
ftighi with an idea and then 
put it into program form, I 
got sort of strange names 
that didn't quite fit in with an 
easy way of putting them up. 
So you might have, I don't 
think it eJitsis, but you might 
have the Plains of Dawn and 
then you rnight have Dawn- 
henge. But if you have every- 
thing as the Somethirfg of 
Something obviously it's 
easier to program. Just little 
rationalisations iike that, the 
way the language was used 
in Doomdarks Revenge 
meant I could compress it 
more' 

The second part of the 
Midnight trilogy has proved 
as popular as tne first. Mike is 
now at work on the ideas 
behind The third part, to be 
called The Bye of the Moon, I 
asked Mike whether we 
could expect to see some dif- 
ferences between the first 
two parts and the third, 

'Well, perhaps some extra 
features, yes, but you will 
^till get a lot of familiar asp- 
ects. And it takes place to the 
south of the Land of Mid- 
night. Basically the story as it 
stands at the nximent is that 
LuKor is dying, it's some 
years on and he's reached 



S 



rtnds when he looks into the 
ewel. Someone suggested 
e finds that Midnight has 
been turned into a multi- 
story carpark!' 

'And t}eyprxj the trilogy, 
are there likely to be any 
more in the series?' 

'I think there could be, I 
don't want the idea to get 
stale. Leave it to others to 
carry on the format perhaps, 
I think I'd be getting a bit 
stale. And I think tnat on 
Current plans Bye of the 
Moon w)}\ probably stretch 
the technique as far as it will 
go On current plans any- 
way, f don I think you can get 
much more out of the Spec- 
trum than Bye of the f^oon 
will provide — it's going to 
be bigger again. You've only 
got 6,000 locations in Doom- 
dark's Revenge but estim- 
ates for Eye of the Moon are 
that it WflJ be considerably 
bigger than that, hopefully 
more variety in the land- 
scapes as well.' 

Fiction writers are fond of 
saying that there are only 
seven original ideas in the 
world and that all stories are 
variations of these seven 
themes. The same is obvi- 
ously true of computer 
games. If something new in 
concept like the Midnight Tri- 
logy comes up. it seems in- 
evttabte that other people, 
other programmers will try 
and copy its ideas, perhaps 
even some of the routines. I 
asked Mike whether, hke 
some other writers and soft- 
ware houses, he was irrit- 
ated Of worried by havirvg 



Someone suggested he finds that 



the end ol his tether, and he 
wants to see what is going to 
happen to Midnight in the 
future. So Morkin goes off in 
search of the magical jewel 
called the Eye of the Moon 
which enables people to see 
into the future, so that Luxor 
can then rest in peace,' 

"Is there a natural enemy in 
this one like Doom dark or 
Sharelh?' 

'Haven't decided thai yet I 
There will be enemies, i was 
discussing this last ni^ht 
with someone, wondering 
whether we should have an 
enemy that you have to de~ 
feat or just an enemy who's 
possibly hindering you, but 
not be tne main objective. It's 
also debatable what Luxor 



others copy his ideas. 
'J think that's more a com- 



pliment than anything. I think 
I might get annoyed if some- 
one managed to do it better^ 
I'm sure that will happen at 
some stage, Bui until it does, 
every so-called rip off is a bit 
of free advertising for the 
original and in fact I think 
there is one advert currently 
going round for something 

called King Arthur's Quest by 
Hill MacGibbon which has a 
main headline in the ad 
which starts After Midnight 
. . ,', and some of the tech- 
niques are similar. But I think 
that's more likely to help 
Midnight more than it'll help 
Hill MacGibbon, 

'Personally I wvould prefer 
other people to take up the 
idea of doing an epic game 
and produce others in the 
format rather than keep on 
doing the same thing myself. 
One idea I've toyed with is 
producing something along 
the lines of The Quitt with 
graphics, a generator prog- 
ram for writing epic games. 
Whether it's feasible is 
another matter, t think it 
might be but I don't think it 
would be as readily usable as 
The Quiff. I think inevitably 
you would have to make the 
games more compact and I 
don't think you would quite 
get the scope of a Ooorrt- 
aark's Revenge on a gener- 
ated basis. It might be inter- 
esting to do it on an in-house 
basis for other pfogrammers 
to use.' 

At this point a waitress ad- 
vanced across the vast room 
to collect the coffee cups and 
we concluded the interview 
with Mike going off to be 
photographed outside Lime 
Street Station before return- 
ing across the river to carry 
on working out the story line 
for Bye of the Moon. We re- 
turned to our car and as we 
were leaving the multi-story 
car park, I briefly wondered 
whether once it had been the 
Land of Midnight,.. 
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CASTLE 
BLACKSTAR 



THERE IS A FAULT, PLEASE 
ADJUST YOUR SETS 



I read George Orwell's book Mray before !984 but found it 
strange the way eweryone last year w«nt to great lengths to 
point out how modem society bore little relationship to the 
one portrayed in the novet. I was one of the few people to cake 
the opposing vtew. If I remember rightly* and it is a long time 
ftnce f read Onwell (at Primary school — it was slotted in 
between the Red and Orange Books and Peter and Jane go 
Ferreting) the book tells oi how telescreens impose a highly 
ritualised life'Styleon the iatand's inhabitenta. Statistics were 
used to show hovy things were gettlfigi better when it was 
plain things oouJdn't gel much worse. WtlSt of our society? 

During the last cold winier the electricty board met with 
very high demands on electricity, supplying in excess of 
45,000 megawa^s. Although this demand, brought on by the 
severe temeratures, was exceptional it was exceeded by the 
CDnfluenett of 1h4 end of a final episode of a SBC television 
series and a commercial break in a film on ITV. What thistetU 
us about society is startlinig and leads me to think the power 
wielded by television is out of all proportion to its authority. 
To give Orweff's novel renewed topicality, simpiv substitute 
tfie word telescreen with the word television- Or to para- 
phrase a learned Canadian, if the medium ts the menage 
then I'm afraid the news isn't good. 

So what has all this got to do with software? Well let's first 
take newspapers as an SKample. The light-weights of Reet 
Street would have littie to do with TV during \l& infancy yet 
now find it profitable to devote up totwo^thirdsof their space 
to the gogglebox and its plethora of soap operas and petit 
politics. The cnjcial point with software is noi that tie-ins with 
TV prog ra m mes i a a bad th ing i n itself, it' s ju st t hat, if TV is not 
quite Big Brother, jt is large enough to intimidate anyone with 
the idea of buying rights to a TV programme into parting with 
a considerable amount of money. 

The point is, big business, dettghtfully absent in the early 
fteys en software, scares me an awful lot because big busi- 
nea rtoeds a big turnover to reatise big profits to get even 
bk|gef. It can get to the ridiculous stage where you either buy 
what th«y telT you to or you buy nothing at all (If you don't 
think thiriQS could ever get that bad try buying a decent pair of 
shoes in the High Street). 

Remembor, you can't beat the tmagmation of one lone 
programmer or a small team huddled in deep thought 
around a project and also, TV seldom comes up with new 
ideas itself but in almost every case relies on a steady stream 
from books, stories, newspapers or the good old radio. It 
would be nice to thirvk that we could choose what we partic- 
ularly like from boohs, comics etc, rather than wait for some 
comry TV people to decide this for us. And I wouid hope the 
same could be true for software. 



Producer: COS Micro 

Systems 

Retail price: £6.96 

Language: Machine code 

Author: MtkeSheppard 

Castfe. BiackBtar was review- 
ed in the March issue of 
CRASH but appears here 
undertheausp ices of Adven- 
ture Trail because it has been 
revamped and relaunched. 
The pfograifi t have is dated 
July B4, but this is version 9,9 
and the tfuth is, it has battled 
its way through the vagaries 
of the marketplace for al- 
most a year to settle in ttie 
pastures of CDS: it appears 
now as a fine piece of soft- 
ware^ not dated at alL and in 
keeping with the finest text- 
only tradftions. with intetlig- 
eni prose arid consistent 
plot. It is set in that classic 
adventuring time zone of 
prehistory, that is, even 
before the wireless brought 
you the Goon Show. 

tefe have a look at what 
the cassette cover has to say 
and you'll see what ( mear>. 
imagine ... as you awaken 
from your sleep troubled by 
strange dreams and visions 
you fmd yourself in a luxur- 
ious room furnished in sihrer 
and g^Bss. The ceiling is hi^h 
and arched with a huge rehef 
rrtap of the moon hanging 
overhead . . . woman sleek- 
ing to you. She is tall and wil- 
lowy with hair like spun 
silver, She carries easily an 
air of authority and wisdom,' 



The relief map of the moon is 
explained by the fact that 
Artemis is the virgin goddess 
of the hunt and the moon, 
IhetwinsiSterofApolto, 

The objective of your 
quest is to return the power 
orb to Artemis byt you can 
also score points through 
certain actions and by solv- 
ing the many puzrles and 
finding the treasures to be 
taken Lack to be cleansed of 
their evil. Clearly, sophieeic^ 
ated scoring, as used here, is 
much fairer and rnore inter* 
esting than some recent 
games that have even stoop- 
ed to an increased score with 
every new location visited. 

Pro^ any key on loading 
and you are in a veltey sur- 
rounded on three sides by 
forest and you'd be well ad- 
vised to take the easy route 
to begin with, west along the 
vatiey, unless you like to Start 
off with a maze {equivalent 
to starting the day with 
cracking the ice on a lake for 
your early morning dip). 
5ad(y, being a reviewer, I 
thought it my lot to take the 
metaphorical plunge but 
when I grew tired of wander* 
ing, keying in QUIT resulted 
in a NEW program. Needless 
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to say. I was not amused fth« 
metaphorical Cfamps and 
almost drowning, arrgh I }. 

Along tbe dusty road, 
readirrg the keystone reveals 
the author and contributors 
which 1 found handy as there 
is no mention of them on the 
cover. West tafces you to the 
infamous castle itself. If you 
are reading this review for 
clues, then I'm sorry, but it 
would be unethical for me to 
tell you how to get the draw- 
bridge down — ' but yes. 



trouVe quite rioht, it is your 
Jfst maior problem. Kindly, 
the program does not 
impo&e a major impasse 
here for the evamual sol- 
utiofi lies in the adjacent loc- 
ations. 

The descriptions are most 
evocative and the locations 
are the result of much pre- 
thought and careful design. 
As mora and mofe of the 
story becomes known, the 
structure and fmelligenoe 
behind the plot becomes 
gradually apparent. The 
rooms and halls of the castle 
are coosisiemly real; living 
quarters, kitchen and dining 
room, ramparts and draw- 
bridge are all where you 
might expect, and function in 
an auttientfcwav- 



The text forms a good nar- 
rative, and it is easy to visual- 
ise the castle as you move 
about it. Here is the descrip- 
tion of the dining room: You 
are in a ^rand dining room 
with glorious decor and a 
huge chandelier. Above you 
IS an overhanging gallery 
which over rooks the arch- 
way forming the west entr- 
ance, A somewhat less than 
inviting exit leads east/ 

Vocabulary is good with 
few surprises. Simple com- 
mands such as EfyTER, IN, 
OUT, UP and DOWN are 
widely accepted to enter all 
manner of bui Mings, facilit' 
Sling auick and easy move- 
ment. Input goes a littie 
beyond verb/noun with 
TAKE LAMP AND LIGHT IT 
and DROP SWORD AND 
tOOK while WEAR is a ref- 
inement of GET. Apart from 
SCORE and the inadvisable 
QUIT, the game features 
GOES whid^ gives the 
number of tyms taken so far; 
VERBOSE which gives the 



full location description and 
QUIET which only gives the 
full text for new locations. 
N.E., S.E. etc, and UP and 
DOWN maiiLe the casiie and 
She mazes th&t surround it 
lengthy explorations. 

Cssth 8f^ckstar is a super 
text adventure where the 
thought and careful planning 
behind its inception are most 
evident, The game is clever 
and consistent, well-design- 
ed, weli-presented and with 
many ingenious and logica 
problems. If they don't make 
them like this any more, then 
rt will be a shame. 



COMMEIStTS 



Difficultv: Quite difficult 
Graphics: None 
Pmentation ; Good 
Input Facilrtv: Good 
Response; very fast 
General Rating: 
Atmospheric and 
well -designed, good value 



Atmosphere 

Vocabularv 
Logk 

Debugging 
Overall value 



9 

8% 

TO 

8*/a 



VOTING FOR 
THE 

ADVENTURE 
CHART 

The CRASH Adventure Chan 
has picked up considerably 
Sirtce we first introduced it. wth 
more and more votes coming 
in every day' To make Hfe 
easier lor sorting, we are now 
providing a Mparate write-in 



form, so please use It for the 
Adventure Chart, and not the 
one Included at the bottom of 
the Motlme details. If you are 
voting on both chad:s, you m^ 
send both fofms logethar in Ifn 
same envelope of course. 

How to register your votes 

There seems to have b6&\ 
some confusion in the minds of 
voters forthe Adventure Chart, 
so to darify the situations, 
here 3 how we do it You may 
vote for as many titles as you 
wish ( not just five as i n the Hoi- 
Ine Chan) and you may award 



any of ttiom points oul of ten, 
So. for instarvoat you w^tn 
vote for seven titles giving 
eadi: of them ten points if you 
tNnk thay am M^ofth it. or only 
ihraa and give flfwfi one each 
These votes are then add ed up 
tor each titte and the total is 
divided tiy the number of peo- 
ple wtvo voted for the program 
resuHing in an aggregate 
figure. From tftese figures, tt>© 
lop thirty aidventure ^ames are 
taken in descending order 

Phoned-in voles are 
accepted over the Hotline 
{0S64 3015)' in the same way 
(please state that you are vot- 



ing for the Adventure Charl at 
Hhe tjeginning). and may also 
be written in letter form without 
the use of the coupon if you 
prefer. 

Aclventure Ctiart Prize 
Draw 

And dont forget that, Uke tfie 
HotKrra Chart, you can win 
prizes! Ead> month we draw a 
winner from the voters, wfio 
receives £40 worth of software 
and a CflASH T-shirt, with four 
runnefBHjp each getting a 
T-shlrl a^ a mini-subscription 
to CRASH for three montfia. 



I ADVeiTUHE CHART 
I COUPON 

I 
I 



Rsmeniber - pofnts wt ef lin Ibr at many Sihtt as you wish, 



]4wm 



I Address 



poetoode 



Sand your coupon to: CRASH AOVEKRIHE TRAIU PO BOX 10, 
LUDtOW. SHROPSHIRE SYB lOB 
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if CRASH SMASH ^^ 

'For my money it is the t 
arcade adventure yet." 

\..fascir»ating little 
masterpiece of 
programming/' 

What makes the 
attack routine s< 

Impressive is its_ 
amazing ^ 
realism." 



W'.l'if' 



is to this ganne that fantasy 

/ devotees should now turn 
k theirattentionr 

P 

'The game becomes more 
compelling the tonger 

^ you play it; 

"Super stuff.,, 
gives 
immense 
tisf action..." 



^nimatmK^t^ in a worl 
of monsters and magic 



I 



A dt i »^ 



Available from all good software dealer#^ p 



5r?W? 



SRECtAL FEATURES INCLUDE:^ 



Fast save/ restore* Be an Elf.Human or Dwarf 
•Choice of quest • 1 000 s of possible scenarios 
each of 500 locations* 15 species of intelligent 
mon ster s • S hop . stairs , botes Ja by r i nt hs • 
" Weaponsfi armour • spells & magical artefacts 
- Lantern &torch • Money, jewels jing. potion etc. 



To:MIZARCX3MPUTtNG.De{)i ,lONorfhwich. 
WoughtonF^rk .Milton Keynes MK6 3BL, 
Please send me_ . copies ol OUT OF THE SHADOWS 
at £! 7 95 each .post free. I enclose cheque/crossed PC 
tor C payableto MIZAR COMPUTING 
Name_ __ 

Address^ „ 

_.. „ POstcodB__ I 




Producer: Adv«ntur« 
International 
Retail price: £9 .95 
Language: machine codt 
Author: Scott Adams, 
Gonveraiofi by Brian 
Howarth 

Spider-man folkiws The Hulk 
as the second instelmem in 
the Questprobe link-up 
between Marvel Comtcs and 
Scott Adams merineted in ttie 
UK by Adventure I me mat- 
ions I. In keeping witti ttie 
theme, the background to 
the adventure and the 
loading irtstmctions are con- 
tained within a comic which 
features a long comic strip 
episode ervtrtlad 'Mysterio 
times two I'. In it we leam 
how Peter Parker, a Irdelance 
photographer at the Daily 
Bugle in New York, dons a 
spider syit artd uses his 
powers of spider-sense 
[which warns him of impend- 
ing danger) arxj icky-sticky 
spider webbirfg to become 
Spider-man, a charactef 
often swinging spectacularly 
about s^ky scrapers in his 
never-ending fight against 
crime. 

His assailant in this 
episode is the former Holly- 
wood special effects deaHjp- 
or Quenttn Sedt, otherwise 
known as Mysteno. He 
wields his power of hypnosis 
and illusion from behir>d a 
fishbowl hetmet supplied 
with oxygen to isolate him 
from the thick gas emitted 
from his cenisters which obs- 
cure Spider-man's vision 
and spider series. Wa can 
leam more of Spfder-man's 
friends and foes in a glossary 
of Marvel characters in tile 
back of the comic. Details go 
as far as personal attf ibutes 
such as Mysterio's five feet 
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MRDBME WEB. 

Exits: SOUTH 

K 

—TELL ME UHRT TO DO ^ N 

OK 

TELL HE U\mT TO DO ^ N 

K 

---tELL ME WHAT TO DO ? ■ 



arKf eleven inches height, 
175lbs weight, blue eyes and 
black hair, 

Two untusuat objects, and 
one imposing character, 
dominate the story line. The 
object are a natler energy 

;g and the other a bio-gem. 

le bio -gem is one of many 
such fragments each protec- 
ted by an sag. Should the 
gem try to oreak free, or 
anyone be foolish enough to 
mrove it before neutralising 
its energy, the ago explode*, 
l>te dominant character is 
the Chief Eitaminer, famitiar 



to those who have plaed The 
Hufk. A! first Spider-rnan 
confuses the Examiner with 
Mysterio and hence the title 
'Mysterio times two', but 
later realises, when he 
passes through the darfc void 
of the Examiner's portal, that 
he represents a great power 
which oversees all the 
Marvel superheroes. It is 
here tha* Spider-man has his 
mind stripped of everything 
he knows, every experierice, 
every thought, every sensat- 
ion he has ever had is teid 
bare to the probing portal. To 



find out what goes on in the 
portal we are directed to the 
advervture program. 

FollO^ng the oomic Strip, 
and after a brief introduction 
to what adventures entalL 
the comic goes on to give 
examples of valid sentence 
structures ©g. TAKE GEM 
FROM THE AQUARIUM and 
TALK TO MADAME WEB 
along with the extremely 
useful {especially early on) 
TAKE evERVTHlNG and 
OR OP ALL Continuing in this 
helpful mode a list of 24 use- 
ful words ere providad. 




Exit*: :UEST 



— -TELL m UHRT TO DO > N 
r— TELL HE WHBT TO DO "> E 
— TFLL t1£ l*«AT TO DO - ■ 



^ 




fes 



If you are over the tender 
years of fourteen or so, and 
you are wondering why you 
should eogross yourself in 
the antics of a cartoon super- 
hero then pflrhaps tt's worth 
noting that these comic 
strips can be, in a aaAf-depr- 
seating fashion, genutnety 
amusing, much as tn© classic 
Batman TV Senes. Spider- 
man, for aKampte, must 
swing atxiut the Sicyscr8per« 
on a sultry sunnmer's even- 
ing to keep cool won daring 
what sort of society has 
glamourous hero- types un- 
able to afford an air cor>drt* 
ionar. His finances are low 
bscause his editor at the 
r>swspap>er wants sorfw- 
thing a little rrtore than just 
shots of Spider-man in 
action (how exact l^y Spider- 
man cari take pictures of 
himsalt is not axptained). 

The cruK of tfie adventwfe 
is how you go about dealing 
with Spider-man's friends 
and foes from Madame Web, 
a fri^end with useful psydhic 
powers, to the likes of Sar>d- 
man, who can convert all or 
part of l^ts body to santf, and 
the Ringmaster, another foe, 
who runs 8 circus of crime, 
hypnotisirtg and robbing his 
audiences, Although the soJ- 
ution to the ericounters with 
these characters can be 
gleaned from the informaton 
in the glossary, there are still 
one or two places which left 
me puzzled. Moving a Crib is 
apparently beyond the 
powers of a superhero lihe 
Spider-man; there are one or 
two (ocations wt\ich lead to 
an abrupt 'something stops 
me' but! never quite worked 



out what; and, despite keen 
super senses, in the dark our 
hero falls and breaks his 
neck. There is one major pro- 
gramming niggle which you 
will most certainly come 
across. On picking up an 
object, or settir>g one down, 
the scene is taken from the 
screen momentarily and 
then redrawn so quickly it 
results tn an awkward flash, 
Ricking up several items 
quickly can leave you daied 
by all the flashing. This is 
simply poor programming, 

Spioef-mon is another 
good game from Scott 
Adams where the Marvel 
characters raalfy 9^ve tfie 
game that edge. The 
graphics are superfative and 
capture the scenes right 
down to the smallest detail. 
The mix of cornice book hero, 
fascinattrvg plot and super 
graphics will ensure the 
game's success. 



cow/w£/vrs 



Oiffkutty; quite difficult 
Graphka: in all locations, 
some repeated, gene rally 
excel lent 

Presentation: average 
input faciHty: accepts 
reasonably complex 
sentences 
R*ipons«: fast 
G«rvftrai rating: vary good 



fCliVG ARTHUR'S 
QUEST 



Atmosphere 


e 


Vocabulary 


8 


Logk 

Dtbuggritg 

Overair 


S 


9 


3 



Producer; Hilt 
MiicGiiil>on 
Retail price: £7.95 
Author: RveWays 
Softwart 



Eartler this year a film of a 
famous booK fnom the sixt- 
ies, produced at great 
expense and supposedly the 
smash of '84 finally reached 
provincial cinemas. Despite 
great billing, it was quickly 
relegaied to a smaller 
screen. Bad reviews, and the 
inevitable poor public r^ip- 
Onse follow! no closely 
behind were to blame. The 
fifm was 'Dune' (which, inci- 
dentally, I thought wasn't so 
bad) and it played second 
fiddle to a product fresh from 
the erKJIess Spiel t>erg prod- 
uction line. 

King Arthur's Quest is, in 
some ways, rather similar. It 
is a ^nely constructed com- 
mercial packagie with Hilt 
MacGibbon publishing a 
very smart product which 
has made space for itself 
along the computer shelves 
of one or (wo major depart- 
ment stores, Vr^ c^e on the 
tape is proficient enough and 
the graphics are interesting 
and colourful — but I'm 
afraid it will not meet wHh 
good reviews. 

Not long after you start to 

f»lay you get that uncanny 
eeting that you are the first 
person to play it You'd love 
to write on to the author and 
suggest how »ich a clever 
idea might be ctevefoped, 
l^lished and made commer- 
cially sound. Alas, it is too 



late, and so here we have a 
new entrant onto the profes- 
sionally incompetent soft- 
ware scene- Unlike early 
games software this 
program has good, high- 
class F>ackagir>g, seemingly 
instructive manual and neat 
(if overiongj program pres- 
ontatton on the screen. What 
it doesn't have is an ounce of 
sense. Over the months, rev-- 
iewing many games, I have 
developed much patience, 
but I got a littte angry to fir>d 
on playing this game that I'd 
just researched a right load 
of bifoe* 

Let s take the seemingly 
instructive glossy booklet 
contained in this 7arge pack- 
age, Commendabliy, u is well 
printed and very clearly laid 
out with sections on 'Gening 
Started', 'Exploring the 
Landscape' and 'Running 
the Program" giving details 
on the logistics of loading the 
Spectrum, mapping the ad- 
venture and working the 
game. It is only when you 
come to actually read the 
manual that you discover 
that either no-on© checked it 
over, or that whoever did 
knew nothing about the 
game and, by inference, 
didn't want to know about 
the game. After struggling 
through the booklet, my 

giuess is you won't want to 
now about the game either, 
t was never one to excel in 
history at school (although, 
admittedly, schools are the 
last place to leam about any- 
thing) but what on earth has 
the Aztec work! got to do 
with King Arthur? And why 
are the instructions inconsis- 
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ten I and contusing? Dia- 
grams, numbers ano teio: do 
not matcH or attempt to link 
up. and tf it wasn't for the 
COOSGCutlvG page number- 
ing you woutd assume that 
son^e pages had been 
removed. 

Unfortunatety. tKe game 
Itself »s also just 3 little off- 
the-ratis, or to put it more 
btuntly, deranged ! There are 
SAveral ditfereni areas lo ihe 

famie, each consisting of a 
0x10 grid. On the screen 
you can see two grid squares 
rn from of you, and orte to 
either side. After reading the 
manual you should b« roady 
for anythrng, but as you 
bagin mapping ii becomes 
apparent that yoij are not 
where you are ~ or To tie 
precise, you are somewhere 
elsal You are m fact on the 
first square directly in front, 
You are looking at yoursell in 
front of you. YES, I know. I'm 
becoming as incoherent as 
this program, so let's just 
leave it as: when you move 
ddtacent lo, say, a door, and 
you turn to face it and go 
through it it isn't there — it 
has seemingly moved down 
a bJock. With a little effort 
you soon get used to this 
glaring inconsistency, but 
why dJdn't the programmer 
do something sensible about 
it? 

Although I didn't learn 
much geography at school. I 
t>egan to get the hang of it 
when I leC It soon becarne 
dsar that unless you position 
a map so that it points north- 
wards, it is difficult to read 
and to get your bearings 
from it quickly. In the game 
you discover a compass 
early on and, like ail the 
objects you collect, it is rev- 
eared on the ri^t hand side 
of the screen. As you move it 
rotates to show you which 
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way you are heading — but 
just to annoy Ihose who are 
not such good map readei^, 
it only shows north, when it 
would have taken minimal 

Krogrammifig courtesy to 
ave it indicate all directions. 
A minor point, admittedly, 
but you are still left wonder- 
ing why it should be so un- 
helpfuL Perhaps the sense of 
annoyance it creates is to do 
with the most damning point 
about this game, it is so bor- 
ing you just want to get 
through it as quickly as poss- 
ible, and after watting for the 
sfupgish rosponse you can't 
wait to get on with you next 
move. 

K'fig Arthufs Quest is a 
huge disappointmenL I 
warmed to the thame arKl 
certainly, the pack^ing 
(which includes a spell - 
breaker poster) is colourful 
and interesting. The pro- 
grammer has brought some 
skill to bear on the project but 
what this game lacks is not 
progjfamming time, but 
design tJrrie, It has been 
thrown together writh ^what 
can only be described as 
glossy incompetence. 



COMMCftfTS 



Difficufty : quite easy 

Graphics: simple, often 

confusing 

Presefitation : average 

trtput Facitrty: single key 

entry 

Response: reasonable 

Special Features: played in 

real time 

General Rating: original but 

ttoring 



Atmosphere 
Vocabulary 
Logic 
Debuggin 



OverallvaTue 



iTu 



5 
3 
8 
10 
5 




FIRE 
ON THE 
WATER 

Producer: Arrow 
Publicstions 
Retail Price: £7.95 
Author: Joe Dever and 
Gary Chalk 



Fire on the Water consists ol 
a self-contained cassette 
(which can be bought separ- 
ately through rrrail order) 
with a very instructive con- 
certina inlay and a full role- 
playing book of the same 
name. Book Two in the 'Lone 
Woif series [Fiight from the 
Dark was number one, while 
the third will be The Caverns 
of Kafte). With numbered 
paragraphs throughout, 
these books create some- 
thing akin to a uomputer ad- 
venture where the optioirs 
open to you at each turn lead 



went on to win the Advanced 
Dungeons and Dragons 
Championship in America in 
13B2. Gary Chalk began play- 
ing war games some years 
ago when onfy fifteen and 
has now turned his 6A in 
design to good design to 
good effect in Cry Havoc, 
Starship Captain and Battle- 
cars (co-designed with Ian 
Livingstone). 

This is how we are intro- 
duced to Book Two, The 
Darklords invaded Sommer- 
iund and destroyed the Kai 
Monastery bu! you. Lone 




to different paraoraphs. 
Action Charts, a Combat 
Result Table arxj a random 
number page form the 
machinery wnich drives the 
story along. Within the inside 
cover of the book lies a map 
of the Last lands depicting 
some of the places mention- 
ed in the inlay: the Kai Mon- 
astery, Holmgard and 
Dure nor. Sparrow Books, the 
publishers, tell us something 
of the author and the illustr- 
ator. Joe Dever became a 
fulHirrje musician and while 
on a business trip to Los 
Angeles discovered D&D, 
becoming so engrossed he 



Wolf, survive the attack and 
travel to your King enthron- 
ed in the capital, Holmgard. 
Only one power can now 
save your people ~ the 
Sommersword, sword of the 
sun, bestowed upon the 
allies of Dure nor to the east 
as a mark of allegiancs that 
exists between the two king- 
doms. In return the King of 
Durenor gave Sommerlund 
the golden ring known as the 
Seal of Hammerdal. If ever 
the shadow of the west 
should rise again, Durenor 
would come to the aid of 
Sommerlund. 
On loadtr^ you see a 






castle courtvard with ftne 
detail of battlanr>ent$, lurrets, 
doors and ropes. The redes- 
igned character set is in 
(reaping with the flavour of 
the adventuren The text 
scrolls siowly upward 
through the bottom half of 
the screen after which a char- 
acters enters stage iaft, 
making a distinctive 'clip 
clop' sound — a noise which 
become familiar as it aocom- 
panies all movements by 
characters throughout the 
game, (The aria logy with a 
stagei is apt, since the back- 
grounds am indeed back- 
cloths with only one, two or 
perhaps three characters 
moving along the front of the 



progress I can carry up to 
eight items in my backpack. 

The next choice fs straioht- 
forvward enough — off to 
train with the King's Guard 
which deveto^s Combat 
Skill, shown by a bar along 
the left side of the screen. 
Training is completed when 
Lone Wolf loses his endur- 
ance (shown by a bar on the 
right) ar>d the fight. Your first 
effort will no doubt, like my 
own, be ignominious be- 
cau^ the keyword buttons 
STEP TOWARDS, STEP 
BACK, THRUST, SWIPE, 
CHOP etc take some getting 
used to^ More mystical are 
the Activities of Mind Blast 
which momentarily breaks 



chased separately. The qual- 
ity of the graphics varies with 
the backdrop but they are 
always colourful. The first 
scene and marty more which 
follow are hig^hly detailed 
and well laid out- Move- 
ments of characters, and the 
occasional movement within 
the backdrops (eg the bird 
and the ship} are slow ar>d 

fjive the whole a ploddir^, 
aboured feel. A small 
graphic of a cassette appears 
at the side of the scre«n at 
moments opportune for 
saving the game — and the 
opportunity shoufd be 
seized, as the game cannot 
be restarted once you have 
lost a life. 



through which the adventure 
may be explored. Although 
it's not strictly necessary to 
read the book to enjoy the 
software, a knov^edge of the 
book does improve your play 
as familiarity with the larger 
picture can influence you 
route through the program. 



COMMENTS 



DrfBculty: Quite easy 
Graphics^ On all locations, 
arvd with moving characters 
P*F»s«ntation ; Good 
Input fadlttv: Sif>glekey 
input 

R»pons«; A touch slow due 
to character movement 




stage). Lone Wolf, who 
appears a distinguished 
chap with a cloak, is offered a 
choice of weapons between 
Spear, sword or hammer but 
when you make your choice 
you should note Thai it is diff- 
ICUtt to swipe with a spear or 
thrust with a hammer, NB; If 
you choose to fight with your 
hands, it is inadvisable to 
parryf 

The significance of the 
terms SWIPE. THRUST and 
PARRY lie in their use a key- 
words on the keyboard over- 
lay supplied with the game. 
Another keyword. CYCLE 
OPTIONS, scrolls the options 
open to you at any one stage, 
one by one, so you can press 
CHOOSE OPTION when the 
most attractive one appears. 
At this point I chose a sword 
to heip Lone Wolf where- 
upon a sword appeared on 
the screen in his hands- 
Keeping CHOOSE OPTION 
depressed also cycles the 
spear and hammer through 
his hands if you are curious 
as to how they look. Pressing 
OBJECTS CARRIED tells me i 
have a sword and thirty-two 
gold coins in my pouch. As I 



the enemy's concentration 
and increases your Combat 
Skill, and Mind Shield where- 
by those creatures who use 
mind for(» against you find 
their powers curtailed. 

In the bottom right of the 
screen is a wolf's head which 
bears a number. Numbers 
u p 10 350 correspond to epis- 
odes in the book. It won't 
take long after realising this 
to discover something rather 
fundamental governing the 
whole ft/v on tfm Water proj- 
ect, princiipally. that the book 
develops the story to a far 
greater depth than doe« the 
software and in many cases 
provides more routes to exp- 
lore the adventure to the full. 
Hence it can be said that not 
only does the book provide a 
more intricate plot but it also 
offers this for the price of 
f1.50. The inaplications are 
obvious to anyone with limit- 
ed funds at their disposal. 

fire on the Water is some- 
thing different for the adven 
turer. It is a pr^is of an ara:- 
ompanying role-playing 
book but it is not dependent 
ypon it, and indiMd the soft- 
ware, if need be, can be pur- 



The combat action is good 
with diagrams on the cover 
depicting exactly what 
stance ts represented by 
CHOP, SWIPE THRUST etc. 
Watching fights take place 
and guiding your character 
through them is the chief 
advantage the software has 
over the book. The book, 
however, wins on most 
counts with a greater depth 
to its storylina and the fact 
that it provides more routes 



Sipadalfoatures: Real time 

combat, multiple choice 

adventure 

(tenaral ratlrHj: Lacks the 

length and complexity of the 

book which outshines the 

software 



Atmosphere 
Vocabulary 
Logic 
Debugging 
Overall value 



6 

4! 
6 
8 
5 



I 



SIWEIACKSONS 



se?L 

The deflhMw roke pUylng 
^d^^niuri? from tht pen of th« 
wtpfld ^ ki^fin^^ durhar and the 

a Hem Siimm«r Strcel. Binn(iifh«iii SI 9 3 TE Tel 02 1 15^ OSO t 
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SEE-KAA 
OF ASSIAH 



Prodycer: Masterviston 
RetaH Price: £3.99 
Language: Bask with 
softie machine code 
Authors: Les Hogarth and 
CliveWiUon 

See-Kaa of Asstah comes 
from Mastery ision, famous 
for ifieir takeover of the 
Wrath of Magra project and 
its subsequent marketing. J 
didn't tfiink Wrath of Magra 
was a Qdme which was dev- 
eloped to Jts fyjl commercial 
potenTtal. but alas Se-Kaa of 
Assmh has even less to offer 
the prospective purchaser. In 
fact it is so run of the-mill, 
and with so little creative inv- 
ention, one wonders when 
Masierviston will stop floun- 
dering among the dead men 
and begin to realise (hat only 
quality will succeed tn 
today s marketplace. Unlike 
music sales, software sales 
are r>ot governed so much by 
taste — there is a definite 
good and a definite bad. 
despite what some magaz- 
ines miqht lead us to believe 

When the Wise Ones ruled 
the tend, produce was plenti- 
ful and the people happy- But 
then came the Dark Hordes, a 
mutated race of evil beings 
who wreaked havoc and des- 
truction throughout the 
realm and stole the Great 
Artefacts of the Wise Ones 
These were the Rod of Light, 
the Hammer of Vibra and 
the Casket of Vib-ra. Your 
quest is twofold: first you 
must endeavour to fmrf the 
whereabouts of the Great 
Artefacts whtch have been 
hidden within the grim 
Castle of the Dead in the 
lands of Asstah; second, you 
must escape from the tastle 
and locate the resting places 
of the Artefacts so tnat you 
can return them, Once the 
Artefacts are in their rightful 
place, the Wise Ones regain 
their lost powers and can 
defeat the bark Hordes, res- 
toring peace ar>d content- 
ment to the land, Access to 
the second part of the adven- 
ture is conditional upon suc- 
cessful completion of the 
first section, 

The game accepts full Eng- 
lish sentences such as TAKE 
THE CASKET Of VIB-RA and 
multiple commands are 
allowed using AND, so GET 
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THE CASKFT OF VIB-RA 
AND GO NORTH is accepted. 
Some special commands are 
TAKE ALL or GET ALL and 
DROP ALL- There is a pause 
option and you can repeat 
your last command. The two 
48K programs have over t?0 
illustrated locations. 

So far, so good — so 
what's wrong? 

The first major irritation is 
the input routine. An input 
routine is as fundamental to 
an adventure as graphics are 
to an arcade game. The rout* 
ine used in this case repeats 
a key amazingly quickly, so it 
is almost beyond the fidelity 
of a rubber keyboard to get 
an error-free input, even if it 
is a single character — in 
tests, nine out of ten *E's (for 
EAST) came up as 'EE". The 
locations suffer from feeble 
descriptions and the grapli- 
ics, far from rriaking up for 
this shortfall, are often unint- 
eresting and of poor design. 
There aren't many problems, 
and those that can be found 
are illogical and their solut- 
ions arbitrary. After wander- 
ing for hours I finally found a 
way to kill the Guardian, only 
to find that no gain had been 
made, no new avenues to ex ■ 
plore and no new objects — 
just one Guardian down. 

Although tvwo programs 
fo^ C3,^ appears good 
value, I felt this package 
lacked any addictive quality. 
The first game largely con- 
sists of one long ma;e- It is 
not a game f wiit be returning 
to; noughsaid? 



COMMENTS 



Drfficulty: rather difficult, 

owing to lack of logic 

Graphics: on all locations; 

unfortunately they replace 

text 

Presentation: rather poor 

Input Facility: awful auto 

repeat 

RMponse: touch slow 

Special Features: played in 

real time 

General Rating: lacks 

addictive quality 



THE SAGA OF 
ERIK THE VIKING 




Atmosphere 

Vocabulary 
Logic 

Debugging 
Ovefail VaEue 



Produce^r: Mozaic 

Publishing 

Price: £9.35 

Language: Machine Code 

Author; Pete Austin 

This game r^resents the 
second saga of Frik the Vik- 
ing, following the book by 
Terry Jones, and details the 
adventures of the famous 
warrior wtio ttved by the 
North Sea with his family 
and servants in Norway one 
thousand years ago. 

One day Erik went to check 
his land and make sure all 
the sheep were in for shear- 
ing. Following the river 
which flowed past his home 
he soon reached the snow- 
capped mountains where he 
sat for a rest. Dozing beneath 
the fir-trees he had a vision 



whereupon strange creatu- 
res swarmed over the farm 
dragging everyone, includ- 
ing his wife, away. You play 
Ihe freshly awakened Erik 
who must travel in search of 
these evil Dogf ighters to res- 
cue his family. Over two 
hundred locations reveal 
authentic viking settlements 
wiith wizards, dragons and 
giants populating these 
strange lands. 

Playing the game you 
quickly see just how easy it is 
to move around and li fol- 
lows that this adventure will 
have a strong appeal for a 
young audience or those 
who find the idea of profong 
ed mental anguish curiously 
unrewarding. Objects are 
easy to find where they stand 
or on a brief search of the 
Ipcalityn Finding uses for 
them is a little more testing, 
but it won't be long before 
that super feeling of having 
cracked a pu^rle will egg you 
ever onwafds. As you might 
expect from a oommercially 




L 





i 



viable package and concept, 
there are no silty clangers to 
jar the sensibilities, no North 
Sea Oil Rigs looming out of 
ttue mists, only fully authen- 
lie stone saunas, viking ships 
and Scandanavian farm 
holdings with backdrops of 
tall mountains and deep 
fjords. 

Not wishing to be thought 
a spodspori, and to absorb 
myself in the role of Viktrtg 
marauder, I didn't shave, ot 
Comb my hair, for a day; 
donn&d a thick woolly jump- 
er, and leered at the land- 
lady, Needless to say, the 
part came naturally enough 



(must be that easterly wind 
straight o^ the Nonh Sea . . . 
brrrlT 

Included in the large, col- 
ourful packaging is a small, 
glossy booklet with details 
on playing the game along 
with some e>rtracts from the 
hair-raising adventures 

taken from the book by Terry 
Jones including 'Erik and the 
Storm', 'Erifc and the Sea 
Dragon' and 'Erik and the 
OogTighters"- Dog fighters, m 
case you aren't alreadv *f^ the 
know, arc peculiar dog- 
headed creatures who instill 
such fear in rhetr foes that 
they win most ot their fights 
straightaway; their oppon- 
ents throw down their 
swords and cower on theJr 
knees, ready to be slaughter- 
ed by the hideous beasts, 

Every location has a full, 
well-desioned picture which 
often adds immensely to 



^»o nnA tin to « cncic 



your enjoyment of the adv- 
enture as they are really col- 
ourful and attractfve. For 
efficiency in drawing, and to 
give the screen a fine layout, 
the picture is flanked on 
either side by a character 
who must be none other 
than Erik himself — he toofcs 
fearsome enough. Despite 
the reduced canvas, the 
graphics are still slow, but an 
option is provided through 
the words PICTURES ar>d 



WORDS, With only WORDS. , 
action is very fast and given I 
there are so few bamem to 
overcome, you can realty lip 
atong. The character set 
used to display the tejtt has 
been tasletully redesigned, 
and is both attractrve and 
highly legible However, 
owing to the constraints 
placed on available memory 
by all those detailed pictures, 
the quantity of text is always 
limited. Vocabulary is friend- 



77ie Quill ^ 
& The Illustrator 







The Graphic 
Adventure Writing System 

.^ V I" or The 48K Spectrum 

iV^e tjuifl £14.95%-^tThe Illustrator £14.95 




GILSOFT 

30, Hawthorn Ruad 
Barry. South Glam 
0446 - 732765 





yr- Fr oni C oTTipuier shops Nat ior\ wide 
Or direct fn im us by p<Ki or phone 
1 rt^dit C&rd OnlLT line StafTnt 24 Hcmu^ IMIv 

0222 -41361 Ext 430 
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tv, with PUSH and PULL 
accepted for example, and a 
list of rwenty four handy 
words provided in the book- 
let proves to be very useful. 
Response to input can be 
random, so <k>n'i be fooled 
into thinking that 'I almost 
undersland' has any signific- 
ance — it hasn't More hon- 
est are the 'Try again" and 
'Try oiher words' responses, 



Since the cotourfuf pic- 
tures (which might have 
been designed on another 
computer, whidi would ©xph 
ain the ockt colour shadings) 
rake up so much of the mem- 
Ofy that it is not only the 
quantity ot text which suf- 
fers. Structurally the game is 
flat. Only useful objects can 
be examined, thus those 
which won't stand up lo 
examination do not really 
exist, and onty provide 
decoration. 

The Ssga ofBrik the Viking 
is a thoroughly well-present- 
ed software package with a 
distinct and imaginative 



theme deJiyered in a compet- 
ent, attractive manner. Given 
the peculiar familial relations 
inversion brought upon by 
the microcomputer fit is Dad 
who must wail until after 
lunch for young Tommy to 
Show him how it's done}, it 
would be unwise to say the 
ir^st ructions are so ctear that 
a chiid coulid understand 
tliem. Overall, the game 
brings an endearing story to 
life both colourfully. through 
the entertaining graphics 
and theme, and in a form 
which is accessible to every- 
one as the problems it pres- 
ents are not difficult. 



COMMENTS 



Difficulty; quite easy 

Graphics: good, and on all 

locations 

Inptit Fscilrty: usually verb/ 

noun 

f^^ponse; ver,? fast, but 

graphics are slow 
ieiieral Rating: very good 



Atmosphere 


8 


Vocabulary 


8 


Logic 
Deouggmg 


9 

8 


Overall ValtM 


8 



ADVENTURELAND 





Producef : Adventure 
International 
Memory required: 48K 
Retail price: £9.95 
Language: nnacNnecode 
Author: Scott Adams, 
Conversion by Brian 
Howarth 

The inlay which drops out of 
the Cdse when you open it 
lists thirteen games starting 
with No. 1, Adv6ntureiand 
and ending with No. 13. The 
Sorcerer of Oaymofgue 



Castte. Under the heading 
'The Adventures' it eKtoJs 
the virtues of adventure No. 
1 ,Adventurefand. There is so 
little of it I may as welf quote, 
'Wander through an en- 
chanted realm and try to un- 
cover the 13 tost treasures. 
There are wild animals and 
magical beings to reciton 
with as well as many perils 
and mysteries. The Adams 
Classic that started it ell! 
Difficulty level: fVloderate.' 

Hardty a deep plot (find 13 
treasures! and no theme to 
speak of. This adventure is 
not bad in the sense that it is 




ADVENTURE 

TRAIL REVIEW 

RATINGS 



tai3i*om)inCTfifcTi^ ii y < fWC*lWl 
VOCABULAHT: In lUflH^llintM & 

rMpcni* Aliio«idi«ndi 

ftHQVtcniiifnAl Gi* n:lkjdm] 

mocKrttiM ind li'Ww gr nd ycu «• 
DEBUQQMQ: mi) Mill H»ln«^ 

■Ml M ethv EgfeigftBUT HOT AK 
AVSMIE OF TtC OTI«n fVtiTINOS 



well -programmed with the 
unmistakable Brian Howarth 
style made famous in the 
Digital Fantasia series, but I 
can't help but think this 
game wilt polarise opinion; if 
you're 8 Scott Adams fanatic 
you'll buy it as a collectors' 
piece, if not, you might 
wonder what alt the fuss is 
about for this adventure 
offers you nothing that you 
haven't seen before and 
offers one or two things you 
would rather not see again. 
Yes, it features a wonderfully 
convoluted and totally un- 
necessary maze. 

If you have been anes- 
thetized by thie countless 
dream factory TV films and 
soap operas emanating from 
across the AtJantic,^ the 
American spelling in this ad- 
venture may not irritate you 
in the slightest fax for aKe) 
but i'fl doubt whether many 
people wilt know what chig- 
gers are without consulting a 
good dictionary (they are 
parasitic larva mttes). If the 
program doesn't tike what 
you ve input it comes up 
with 'I must be stupid, but i 
don't understand what you 
mean ' At the edge ot a tiot 
tomless hole you see a large 
outdoor advertisement. If 
you then READ ADVERT you 
get 'Check with your 
computer dealer for the next 
adventure program: Pirate 



Adventure. If they don't carry 
Adventureland have them 
call' what loolts like a 
Birmingham number. 

As with Digital Far^tasfa's 
programs you are offered 
the choice tie twee n graphics 
and seeing which objects are 
present, and for that matter, 
what location you are in. It's 
very tempting to play 
without the graphics whict> 
to be honest are nothing 
special, just average. The 
location descriptions are 
short and unimaginative. 
Humour is evident wt>en for 
all your efforts you end up in 
memory chip in a computer. 

Adventureland is a comp- 
etent work with fast respon- 
ses, a good, sound, input 
routine and a famous name. 
Scott Adams. Since this was, 
or is. the first game in the 
series it would 1^ a little un- 
fair to say something like 
'beats me what alt the fuss is 
about, ' so I won^f say it. 



COMMENTS 



Difflcufty: easy 
Graphics: all locations, 
mostly good 

Presentation: rather messy, 
black on white, hard on the 
eyes 

Input facility : two word input 
Responses: very fast but the 
substance is often stupid 
General rating : quite good 



Atmosphere 
Vocabulary 
Logic 

Debugging 
Overall vaiue 



7 
7 
7 

to 

7 



104 CRASH March 1M5 



L 



New-the official Spectrum Upgrade! 

Turn your Spectrum into 
a Spectrum + for just £20 



• Professional fu)i<sizc keyboanl 
- indud«s 17 «9ctmleeys. 

• Responsive typMWitoMtyle actkHi 

• Accepts til current Spcctium 
software and periphcrats, 

• Complete with ftO-page 
Uwr Cyldf and C&mpanion 

CasMttc. 




Herts some exotihg news for 48K 
Spectaim owners .. the offidal 
Spfxtrufn Upgrade Kit 

The £20 Kit has everything you 
f>eed tp turn your Spedaum inU) 
the styttsh new Spectrum + You 
don't even need an understanding 
of etedfooicj, just the ability to 
solder a few wires tce^therl The 
luflet in the kit g^ ctear. step by 
step imtructnfK 

tf youfe not sure about doHTg It 
yourwif. don't worry Sirr^ return 
your 4SK Spectrum toSJnoair and 
hr 130 well upgrade a for you . 

Whichever you dectde oa yOuTI 
oJlo receifve the new 80-pj^ liser 
Guide jnd Companion CsstXbs. 

The bigger* belter Spectrum 

keyboard 

The Spectrum + meaiSUf e& MVi" k 

6" It hai a large typewriter^tyle 

keytioa/d, with hard. moukJed keyv 

Ydu'II find the new keyboard has 
a: smootK positive action - ideal kx 
touch'typir^ word proce^sirig 
simulation proj^arrrs, and extertded 
programming scKioas, Two retrac- 
table l<^ gw« a per*Kt typirig 
position. 

Thiere are 58 keys in all, mdud- 
ing17 rww keyi Programmef^ will 
be pleased to see dedicated 
puiKtualion key^ a space b&i and 
separate shift keys for graphics and 
extended modei And a reset 
button allows you to dear a 
program from your computer's 
memory without disconrwcting the 
power supply 

The offldal Spectrum Upgrade 
Naturalty your up^aded computer 
wi Accept ali the periphenh in 
youf 5«nda>r sy^em ~ Irttef^tce 1, 
MicnDdnves and so on as we9l as all 




Spectrum software 

Justa^importar ,j«trum 

software and penphf raps w^ll be 
desi^>ed with the Spedmm + in 
mino. So the Stndair u pgrabe adds 
stylish k>ote, new capainlibes ... ar>d 
ne*/ potential f cm the future 

Induded - the new Spectrum + 
User GuideandCompanion 
Cassette 

The new User Guide 
has over 80 pa^ ol 
(nfomiation, inouding 
a handy BASIC dtc- 
tkMiafy The Companioii 
Casette provides an 
interactrve tour of the 
new keybcH.rd, and ncAjdes 
three entertainii^garcack games, 

TO ORDER BY MAIL: 
When order m^ thw Up-grade 
Servke, send OR youf 48K 
Spectrum to the address bekw. 
cafeifully wrapped, to^hef with 
the completed coupon and appro- 
priate payment (Please do not 
return the mains adaptor, manual 
or other ancillaries.) ttur upgraided 
oorrtputer wdl be despatched to you 
within 10 day^ of rec^vir^ your ordec 

When ondedng the Upiradt Kit 

smpty complete the coupor\ enck»- 
ingthe appropriate payment and 
post it to us at the address tiekiw 
Please akw up to 28 days for deiiv«fy 

BY PHONE: Access or Baretaycard 
hoWers can call Cambedey (0276) 
6853 11 tor personal attention. 9am 
to 5pm Monday to Friday Only 
the Upgrade Ki^ can t>e ordered by 
phone. 

Pleaie rwjte. the up^ade offer 
ipptiei to working 48K Spedfum 
modek m the tJKaiify. 



\nvnnt 
Tnit video vnj«o Grophict 



EdI Capskxk 



Driet* 

L(t«ided 

f«cpde 

Capiihdt 
Semicoion 




Inviefted comma Cursor (ontrtiti 



Comnyi 



Ito: S^nclijr RFseafch Limited, Upgrade DepC Stuihopc Rotd CamtwHey 
Si(rrejiGU15 3PS. 
AI phoe mdude VAT. post ar>d padcinfr Ustr Guide and Companion Cassette. 

I I neeexnd me the Spectnim + UpipadeKrL I enclose payment odfJCL 
0« 

□ Plea» Ljppidie n^ 4aK SpettHJrn lor line I endbie my computer toother 
wth payment □(£30 

I endoj* a dieque/poHai cpfiier 

payable to Smdair Rneardi Limited for £ ^ 

OR 

ftease chaigtmy Access/Sifclaycard no. 

M 1 I I I I I I I I I I I 1 t I 



Name:A^/MrVMs. 
Address 



fUASt PRINT 



CHHSCQ 



Sindair fteseardi Limited 
Upgrade Department 
Stanhope Roai^ Carnbedey 
Surrey GUI 5 3PS. 






Aftflf the {>h«norTwnaJ 
populirHv of Lords of M/cfmghh 
I IS sequel, D<i&md»ftc 's Raven ffB 
now looks se\ to become the 
new a^enture favQuriie 
Graham Fulcher tfotn Norfolk 
writM e rather irtfoimiitrvo 
letter atiout the game which will 
b« of p«rticul»r ihter«it tO 
RtChard Nofmincjion frqm 
Br*dfbrd who wrote tnk ing how 
to uu the rn»g ic we«po n s 
found in the gem*. H you prefer 
lo dhcover eTt (hftSMfals of 
[cmmmtk for yoursetf I have 
marked ttie end of this tetter by 
a row of asterisks. Graham 
w^Htea: 

To date. I hav« discovered 129 
characters (allhough the very 
simitar names of some of the 
characters rrieansl mav have 
omitted some and inclyded 
some thai do noi QmsX) The 
characiers are made up as 
follows: 

25 Giants 

ISSarbarians 

20 Dwarfs 

4^ k»lordB 

20 Fey 

plus Tarithel, Luxor, Mo rkin 
and Rorthron 

There are many speoal items, 
including : 

The Crowrj of Varanand 
(persuasion} 

The Runes of Finom 
(proien 

and' I are 

useful If- ifvii, iiv ill ni VV1 ■•iL«n all 
baking to characters but. in 

Senersl are noi owned by them, 
/hen thos« characters owning 
special weapons enior a magic 
area ihey are often told of (he 
location of their weaport i 
believe characters only pittperly 
use their own weapons, and 
other characters who possess 
these weapons afe giyen (if 
^tf;,^..rifi;v 'i<Mierous}th« option 
of m to lh«ir right- 

ful iiwvini:ia ■■ i>itfyn>9et them. In 
genctaV. 

Giants own hammers 

Barbarians own ^lears 

Dwarves own aMes 

Icelordf own swords 

Fey own bows 



A character can carry only one 
special Item. 

The underground pasiages 
seem to b0 a way of travelling 
between places without running 
the ri^ of entering a battEe and 
are, I find, pariicularlv useful for 
ensuring Luxor's survival 

Unlike Lofffs ofMtf/ntgfit, in 
Doomdark's ft&vengeihs 
wandering monsters (siiu'llicrin. 
wolves etc]i cause problems to 
am^i^s and can soon reduce 
their numbers. 

The 'Approach 'opt ion shouW 
be wswd wilh cautiof> as it put* 
you a t a d i&adva niage con^parod 
with 'attack' if a battle ensues. It 
should only be used after 
studying the two involved 
characters' personalfties. 

Continuing a thofrw from last 
month Graham writas: 

In the last issue you talked about 
graphics. I think Beyond have 
shown ttte real future of 
adverUurcs. Noi only mu«t 
graphics become more 
functtor^l, but I bet^e we will 
see the end of the word 
matching type of adventure, 
which does not really test lo^tc, 
but literary power. It is very easy 
lo work out what to do in 
adventures, the hard part ie 
eittv:.t.tun(i iitothecompufor 

Misisa viewmosr 
r * : SIgnpoat wo u lb 

O v^stt, Poor quality 

auv!.'iituir(*s may be |iist ward 
n^atchjng, but 1 he better ones 
^rtainlyareno!. 



More fioriatructivaly, Craig 
Lemon write*: 

Adventures Shoukl have 
detailed, artmosphenc location 
descriptions, objects thai can be 
oxa mined, more than verb/ 
noun inputs, recognition of all 
words used iii tettt, a useful 
HELPfaciEay and graphics only 
for macks, signs or charts — arid 
then only if they serve a 
purpose. 

On the subject of a HELP facility, 
P A S torah dis*ef«at tnd 
wntet: 

Adventure games shoufd not 
have a help key unless the game 
has a partner tot you as in 
fnfsfvo or Tfie Hobtft. iThle to 
ceftatnly ■ mofe logieal 

ejDproach. unless, of Miir»« you 

nawe an euguiry ^pMlll -06). me 
location dfiicriptions should be 
precipe, but short. On the inlay 
card there should be a fut of 
every word it undt^stendf II 
now totally agree with tfUsj {t 
would go a long way to elimin- 
ating the jHoblams described by 
Grahain Fukher -DB.) 
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TH«ra has ba«n ■ trend of 
making compel it ton« of 
■dvsntures, fic-matime) offering 
hugapriMs, HoWBvar, wrth th« 
possoi* axaHBtien oj th* Ker 
trilogy with its more m<Kl«9l 
pf 120, the games have been 
exoa^ionallv di^icutt and lo a 
certain oxtent I (jet the feeling 
the aames were compromised 
fortne c^mctetition. Id be 
interested lo hear what you 
Ihinit Do you think that com pet- 
itions result in inferior games, or 
dovou th^nk the added incentive 
contributes exir# excitement to 
an adweflinre? 

For the benefit of any new 
readers of Signpost, to decipher 
the solutions to problems listed, 
simpiy rotate each tetter 
backwards one place m the 
alphabet- eg H becomes M, etc 

TheHuik, wilh its exceNent 
graphics, has proved a very 
popular adventure. James 
Ben er idge Is wm of ma ny 
ailventiiiws having dtff icuKy 
leaving the dome at I he start of 
the adventure. Actuary Barnes, 
there is no door. You'll kick 
yourself when you read the 
•fwwer: HP PVU 

In the sa«ne ffama and m 
another donte, Lee Oakden from 
Mitton Keynes is struogting 
di^pefately to cut the wax into 
a shape to bloeh the gas outlat, 
Tfy OMVH PVUMFU XJUI X8¥ 

J ason Cu il er of Saisburv asks : 

How can I PASS (h« be rrief or oak 
door in Smuggf«fs COV0I 

To move the Barrier yoti flnt 
need the sfurfte Ifom the lower 
etve system, end then tJH 
CBSSJFS VTJOH TQBE F. As for 
the dioor, it's simply locked I 

Arttc aif ventures, and their 
earlier ones in fwrtiajlar, have 
always bem very papular. 
Simon Yarwood awt abcKit 
Ship oi Doom-, 

How do you melt the )Ce around 
the fig u re. a nd how do you make 
the sonic screwdrrwar work? 



Don'ttwther with the icel As lor 
the screwdrhrer, try QPJOU 
TI>OJD 

In Espionage /stand, another 
of the Artie f a vou rites. Ma rk 
Cortrop of Bi nrii ngh s m is h svirtg 
difficulty passirtg the tank 
Actually Mark, it mu«t be 
destroyed. Go to th« hut end 
TXJUDlTXJUOl.aotoihe 
cleaHflfl. SFNPWf MJHIU, 
JOTFSU QMBTUJD. go to the 
hut and TXJUDJ TXJUOI. 

In Ajtic's latest game Bye of 
Bam, Merlin iho MilQa {ain 
ardent Avafon Ian} it still tied to 
a poJe. This ptvkAmn cauead me 
a lot of trouble.and delayed the 
review by a month. Try MJGU 
QPMF. 

Malcolm Buchanan ts hatrittg 
difficulty in KsnttHa, and asJts: 

How do you get pas) ' at 

dismtegration norths,: : ^n 

starrcase in the Black Tower? 

As hinted at by the Csf awood 
Oracle, you will need 
VyFMOPS'T TUBGG. For aJI 
those meeting their death in 
Caredoom, try carrying the 
S8UUMJOH RVBSH, 

At the ether side of Caraland. 
Sean Murphy from Harrow 
Weald is having difficulty 
launching the boat into the 
Serpent Sea. Try QVTl CPBU 
JOUP TFB. 

Chii$ Thomas of Upton, 
Chester acks; 

In which l&c^iion is the small key 
mfantif (iftcPihdvoto 

rely on i( ffom ottior 

characterii 



Actually Chris, I think the game 
starts with the key tn the 
possession ol the El(. 

On the same garri'V Marcos 
Sullivan from Bristol writes: 

I am tielpless in Fantasia 
Diamond I've killed I he 
Guard tan and fourvd Boris, but 
cfesperalely need to find (he 
Baton; where is it 7 Also I )ust 
can't |Kil< the lever arul neilhei 
can anyone 8 ise. I would be 
gr atehjl (or any help, 

All win be revealed if yofi TBZ 

UP CPSJT Q VMM MFVVFS •. 

Still on this game, G S Tnns \% 
having diffi«uriy lifting the 
manhole cover To achieve this 
yoii wUf neetf he)p from Ihe 
SPCPU. 

Q S Inns i« also having trouble 
with British Rail, No, »t*s not 
strikes again! He's simply trying 
to get to t-aatherhead in 
She t Sock. A» | stated in my 
review ol the game, you must 
get the train from Kinas Cross, 
artd as eariy us posaibM. 
However. 1 stiti don) believe 
trains evef aciu<iltv ran between 
Kings Cross (which is th« 
tetminys for the north and east 
of ErtglaiKl) and LeathetheadI 

Also on Sherlock ,^ Mon»n 
Cii^haen of DNubHn is having 
trouble entering the London 
houses of Triola and Basil. I'ln 
afraid I can't be ol help hws, but 
I'm sure there ereproiiciant 
btjrgUrs somewhere who could 
atfar assistance. 



Gerairtt Ev.ms is having 
diHieuhy getting down the ski 
skH>* ■" 'ho eJtcelkHit 
adventure, I'jfki^fH-' J 7 UnlHie 
most sdventurws, Va/kyne f7 
gives infofmatkmSn the 
gravies whkh 'tk not revsoled 
m tlie (mt. To getcfown the skH 
skwe you wM need both the sill 
and the sfcl poles- 

Stmon Yarwood is having 
diff iculty at the start ol 
Snowball, and asks^ 

Howi ijapefiom(tv 

area Ium .>< i'huj and green 
mor<9u*s? 

To exit that pArticular level yo«f^ 
will need to use the trapdoor in 
the lift 

J H Morrison of Mewcastle 
asiks: 

In Messagty fron > Jifi/ffnm/Nf.t 

whattJov 

sphere on ;..,.■ „ ^-,. ,,> ^,.i,,„, 

which (5 behiniJ iho panel? 

Try HFU TQJFSF. UBLF iU UP 
UIF PUIFSOFERUBM; QVU 
TQIFSFPOOFEFTUBM. 
SPUBUFTQIFSF 

This month's £12 of software is 

won by Grahiim Fulchiit of 

rtorfoil. 
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^riJE P^'^co Freif exchanges 
m ^tC The Ouillior a brush.., 

ILLUSTRATOR 

.4.l«b«a« •'^ ''^rr aratJhlc* vv*^" '"" " LOAD *'"*^ di!* 



^^- 



POSSIBIUTIES 



The Quill/IDustrator combm- 
fttioh enables the creation of 
$ graphical adventure with 
fuil'Screen (255 x 175 pii<els) 
pictures. Up to 264 pictures 
mav be created. The prog- 
ram can be set to nomnalTy 
draw the picture only on the 
first visit of a location (Flag 
29 is Scanned by The Illus- 
trator irrterpretef and if SET 
the picture is drawn and the 
flag cleared). The picture 
may be recalled whenever 
REOESCHIBE is used by the 
player (The REDESCRIBE 
entry in the Event tabie has 
to be altered for this}. Split 
screens, ie combining pic 
ture and text, is not po&siBle. 
The amount of pictures in the 
adventure is only limited by 
the free memory space, in 
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theory every ilngle location 
may have a picture, but 
under normal circumstances 
graphics will have to be 
limited and the interesting 
locations chosen, which are 
lo contain graphics. The 
Illustrator is designed to add 

graphics to a C-series data- 
asej.e. a database saved 
from a C-series Quill. The 
serial type of the Quill can be 
gleaned from the openlr>g 
screen (A03,OQ2}. A-series 
databases may be however 
converted to Csefies with a 
special conversion routine 
"A-CCOWVERT'provided on 
the cassette provided there 
is at ieast 990 bytes of free 
menwr^. 



BASIC 
PROCEDURE 



Starting pomt is the Quill, 
The adventure is designed in 
the normal way and suitable 
graphical locations pinpoint- 
ed for later creation. The RE- 
DESCRIBE entry in the Event 
table may be modified to 
enable the redrawing of a 
picture on call-up when re- 
entering 8 previously visited 
location . The created data- 
base is then saved from The 
Quill with the name of the 
final adventure, Using The 
illustrator, a suitable blank 
graphic database is created 
with the LOAD database fac- 
ility. The pictures are created 
using the Graphics Editor of 



The Illustrator. Any toeatior^s 
which do not have graphics 
are defined as subroutines 
and the graphics database 
saved to tape. The QuiEE data- 
base and the graphics data- 
base are combined with the 
SAVE Adventure routine of 
The Illustrator, which also 
finally saves the adventure 
as an independent game to 
ttpe. All that is left to do is 
the final testing of the game 
to make sure it is absolutetv 
bug-free. 



THE DRAWiNG 
TECHNIQUE i 



As memory space is restrict 
ted, the graphics are not 
stored as voluminous 
screens in memory. The 
technique used in The Nlus> 
trator IS that of storing a 
string of drawing com- 
mands, which the Graphics 
interpreter lodged within the 
final game will recognise and 
execute. The picture wilf 
therefore be drawn by invis- 
ible har^d the same way it 
was programmed within tbe 
editor, but at a much fester 
speed. The graphics editor 
provides all the necessary 
operations such as setting 
paper and tnk colour, moving 
and F>ositiDning the drawing 
cursor, plotting individual 
points, drawing lines and 







filling areas or spaces with 
solidTcolour or texture. Once 
the basic picture is program 
med, corrections and addit- 
ions may be made wJth an 
ingenious editor facility. The 
editor single steps through 
the e>cisiting drawstring and 
executes each command 
step by step. At any given 
point new commands may 
be inserted with the remain- 
der of the picture to follow. A 
spectal subroutine is provi^d- 
ed for drawing repetitive obj- 
ects such as doors, windows 
etc and these may be called 
up within the drawstring 
With a simple command To 
make this facility more use- 
ful, the object may be drawn 
at up to 3 different scales to 
accommodate the specific 
circumstances. 



THE 
MAIN MENU 



The Illustrator has to perform 
several tasks and the 
function blocks may be 
accessed via the Main Menu. 
Following the required $e<;u- 
ence LOAD datara^e {option 
G) loads the first few bytes of 
the Quill database m order to 
know hgw many locations 
are contained in the adverit- 
ture and to establish the 
whereabouts of the first free 
memotv locations. The 
required number of j^raphtc 
locations will be initialised. 
This is ei^ther required for set- 
ting up a new adventure or to 
amend the graphic database 
if changes have been made 
to the original Quill data* 
base. 

Graphics Start TabSe 
(option BJ is used to set the 
status of a picture. The initial^ 
Global backgroiJnd coEours 
have to be set up, All 
locations in the adventure 
which do not require a pic- 
ture should be Amended as a 
subroutine. The status of the 
pictures can be printed to the 
screen or to (he printer. 



program: THE 
ILLUSTRATOR 

Supplier: GILSOFT 

Retail price: £14.96 



Bytes Spare (option C) dis- 
plays the number of bytes 
between the end of The lllus- 
trator or the end of The Quill 
database and the bottom of 
the graphic database, 

Graphics (option Aj leads 
to the major work area, 
where the picture is created 
using the Graphics Editor. 
Pictures may be inserted, 
amended, printed or have 
their length calculated. 

SAVE Graphics (option D>. 
VEHIFY Graphics (option El 
and lOAD Graphics (option 
f} provide the facility of stor- 
ing the partly or fully compl- 
eted Graphics database to 
tape and to reload for a 
further work session. 



THE GRAPHICS 
EDITOR 



The Editor provides four 
groups of commands; Edit- 
ing, Drawing. Colour and 
Subroutine commands. 

The Editing commands 
position of the drawstring 
pointer within the draw- 
string. S (START} puts the 
drawstring pointer at the 
start of tne drawstring, N 
(NEXT) executes the next 
available drewstring com- 
mand: if there isn't one the 
command is ignored, 9 
(PREVIOUS! moves the 
drawstring pointer back one 
command and updates the 
screen. Shift fii deletes the 
previous con\mand in the 
drawstring and re-estab Fish- 
es the picture to the condit- 
ion prior to the deleted COfti- 
mand. This rubber' feature 
enables comfortable experi- 
menting of draw commands. 
Shift & N deletes the next 
command if there is one. 
Extra to these editing com- 
mands there is the Y (GRID) 
command which toggles an 
attribute or character grid on 
and off. This alkjws accurate 
positions of colour boundar- 
ies to be taken account of 
while drawing, 

The Drawing commands 
operate with a two cursor 
system, The Sase Cursor 
(BC} shovra the last point 
plotted, moved etc. the 
Rubber Cursor {HO shovi^ 
the next position of the Base 
cursor or the point for a f'M. 
The Rubber cursor is moved 
around the screen using the 
keys grouped around S, It 
moves a pixel at a time and 
can be speeded up by press- 



rsp Shift at the same time as a 
drrection. At the bottom of 
the screen Is the Status Box 
which contains the current X 
and Y co-ordinates and the 
number of the kx;ation curr- 
ently being edited. The bot- 
tom row displays the current 
vaiues of INK, PAPER, 
FU\SH, BRIGWT, INVERSE 
and OVER. P (PLOT) sets the 
pixel at the position of the 
Rubber Cursor according to 
inverse and Over, M (MOVE) 
moves 8C to RC without aff- 
ecting the screen This is 
coded as a relative offeet 
from BC and therefore care 
must be taken not to insert 
dfaw commands at a later 
date as ri will affect the out- 
come of the picture. L (LINE) 
draws a straight line from BC 
to RC. F (FllLI causes the 
area which contains RC to be 
filled With set pixels. No 
notice is taken of Inverse or 
Over. T (SHADEj allows 
areas to be filled with one of 
256 shading patterns. No 
printout is available in the 
manuat, so sonrve experim- 
entation will be necessary, 
Shift T win affect also the 
iaoundary area (covers the 
outtine), H (BLOCK) causes a 
block of the currently select- 
ed colours to appear betw 
een the BC and RC character 
positions. R (FREEHAND) 
toggles the freehand facility 
on and off, Thecursof move- 
ment is treated as a pencil 
movement and each pixel 
plotted according lo Inverse 
and Over. The FREEHAND 
feature should be used very 
sparingly as it eats up a lot of 
memory. The aforemention- 
ed draw commands should 
cover most needs, althouph 
what does seem to be miss 
ing is a CIRCLE command. 
This is a shame, as the only 
way around thts shoftcom- 
ing is to imitate a circle with a 
polygon or with memory- 
expensive freehend 

drawing. 

The Colouf commands are 
straightforward. The current 
(NK is set to the value of the 
key pressed and includes 
IN(C 8 which causes ail Ink to 
be taken from the existing 
screen. The current PAPER is 
set in a similar fashion to 
INK. but with SYMBOL 
SHIFT, Paper S as in Basic. V 
sets a new FLASH value, B a 
new BRIGHT value (0,1 or 8) 
I and O toggle INVERSE and 
OVER on and off 

The Subroutine command 
requires a picture number 
and a scale value. This can be 
from (No scale) to 7 where 
the number indicates the size 
of the picture in eighths. 
Scale only affects certain 
draw commands. These are 
MOVE, LINE, FtLL and 
SHADE. BLOCK and FREE- 



HAND commands will not be 
scaled or relocated ari<U| 
should generally not be uwoVI 
in subroutines. Subroutine 
calls can be nested to a level 
of ten. 




The introduction to the work- 
ing technique of The (llustrat- 
or is very clear and easy. The 
manual, which consists of a 
28 page AS bookfet guides 
the user through a working 
session with the aid of the 
well known DEMO advent- 
ure encountered in the Quill. 
A partlv completed Graphics 
database GRAPHICS is oofi- 
tained on tape and may be 
loaded, the missing picture 
of the hall designed follow- 
ing the instructions carefully 
and the two databases com- 
bined and stored to tape via 
the SAVE Adventure facility 
This example should intro- 
duce the user to the general 
procedure. The detailed des- 
cription of the individual util- 
ity blocks Such as the Interpr- 
eter, the Graphics Database, 
the Main Editor and the 
Graphics Editor follow in the 
next section and should give 
an answer to any pending 
quesiion. Listed are also all 
the Editor error messages 
which can be encountered. In 
the Appendix there is an 
explanation on ihe required 
Series conversion and a 
ger^era) approach to the 
design of a location picture. 
A summary of the Graphic 
Editor commands provides a 
Quick reference. 



ILLUSTRIOUS 
ILLUSTRATOR 



The niustraipr extends the 
capabilities and applications 
of The Quilt, It provides a 
very easy means of creating 
graphics and combined with 
the^xcellent Quill enables a 
lot of people to design out- 
standing adventures without 
too much technical knowl- 
edge. It IS perhaps this feat- 
ure which has made the Quill 
such a success m the text ad- 
venture market. where 
writers with a flair for intri- 
gue and mystique have been 
able to create characterful 
adventures without [he fuss 
of having to handle machine 
language Perhaps the Illus- 
trator's only dhsadvantage is 
that it could lead to a pleth- 
ora of repetitively styled ad- 
ventures due to it's felativeiy 
inflexible display format. It 
will be up to the adventure 
writer to avoid this pitfall and 
to demonstrate the inbuilt 
versatility of the system. 
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LEARNING 
THROUGH PLAY 



Rosetta McLeod, aided by Daniel Fenn, aged 4 



Many people have an educ- 
ational motive in mind when 
they set out (o purchase a 
micfo -computer. To iustity 
the rnoneiary Outlay, Ihey 
may have had to convince 
themselves that ihe purch 
ase ts not a frivolous ohe, 
that the compuier witt not be 
uaed merely for playing 
games, but will be put to 
worthwhile use. If you are a 
parent, you may have been 
'conned ' by your child into 
byying a micro 'to help wirh 
schooTwork' — indeed most 
of my pupils admittad to me 
(but perhaps would not 
admit to their parents)) that 
this was the case, but that the 
reality of the situation was 
that they used their comput- 
ers solely for the playing of 
' Simulations, arcade or adv- 
enture games. 

'Jow, however, mofe and 
more publishers are produc- 
ing software aimed at the 
education mar ket, the majoi- 
ity of programs being specif - 
icaliy iniended for use in the 
home rather than m schools 
— though an increasing 
number of schools are now 
making use of them. These 
education at programs fali 
mto several categories: 



1 programs which encour- 
age parents to work with the 
very young chitd who is 
ready to learr\ the letters of 
the alphabet, basic reading 
skills, number work, etc: 

2 tutorial -type programs 
which pick up an educational 
concept that theolder child is 
familiar with, and attempt to 
reinforce it by providing a 
variety of examples to be 
worked through, usually at 
graded levels of difficulty; 

3 teach yourself programs — 
eg how to sail—, aimed at'. 
ar>yone, child or adult, who 
wants to learn a specific skill ; 

4 adventure games, likelhe 
Hill MacGibbon Games to 
Stretch the Mind, aimed at a 
younger audience. These are 
primarily leisure games, 
though they may have a sec- 
ondary educational fole, 
particularly if the chitd is 
lelped by and adult who, 
through discussion, can 
guide the child towards 
working out iheeveniual sol- 
ution^ 

What allthese programs 
do is to cash in on the child's 
fascination with the comp- 
ute r. The sh eer no ve Ity val ue 
of using the mactiine usually 
results tn increased moiivat 



i on a nd th e developme nt of a 
greater concentration span. 
The programs often exploit 
the popular arcade game's 
format, so making work 
which is normalliy mundane 
and repetitive appear more 
interesting. Attractive pres- 
entaticn alone, appeals to 
children very strongly, 

How, then, should we as- 
sess the educational games 
on offer? What criteria can 
we Lfse when judging them' 
Obviously, any game which 
purports to have a worth- 
while educational aim 
should have that aim clearly 
expfained, and tdealiy, educ- 
ational ists should have been 
involved in its preparation. 
Software which demands a 
simple YES/NO response 
from children should be 
avoided, as it doesn't really 
teach anything. The instruct- 
ions, both in an accompany- 
ing booklet and on the 
screen, must be clear and 
easy to follow, Games ought 
to have several levels in 
order to cater for children of 
varying abilities, and should 
include suggestions for 
follow- up activities. All too 
many games, however, are 
presented as entities in 



themselves with no suggest- 
ions as to how the know- 
fedge acquired can be exterr- 
ded or applied toother situ- 
ations. 

The following reviews 
cover games listed in the first 
category given earlier — 
those aimed at Ihe very 
young chtld. Parents are 
often unsure as to how much 
they should be teaching a 
child who hasn't stanted 
school. It is important that 
the program package should 
give some reassurance or 
advice— preferably driving 
home the point that children 
mature at vastly different 
rates and reminding parents 
that a game described as 
being suitable for 4-6 year 
olds may well be beyond the 
abilities of some A year olds, 
who are simply not ready for 
It. 

Bearing in mind that the 
chi 1 d is t h e con sum er when it 
comes to educational soft- 
ware, I felt obliged to work 
with a partner — and engag- 
ed the services of Daniel 
Fenn (aged 4) to help me 
with the foltowirig reviews 



HERE AND THERE 
WITH THE MR MEN 



Producer: Mirrorsoft 
Memory required: 4ltK 
Retai4price:£9J5 
Age group; 4--Byrs 

The games in this package 
are based on the popular 
Roger Har greaves Mr Men' 
characters, which are very 
appealing to young children 
and are ideal for use in con- 
junction with the many 
books available in the series. 
The educational aim of this 
program, as stated in the 
Notes for Parents' is: "... to 
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lead children in an amusing 
and stimulating way from 
"Go that way' [pointing), to 
'Move to your right" (my 
left). . . ." There are four 
different games in the pack- 
age In tne first one, 'Mr 
Tickle's Jigsaw Puule', the 
player has to complete a 
simple jigsaw usi'ng the 
arrow keys; the other games 
are of increasing levels of dif- 
ficulty, and build up to the 
point where the child has to 
be able to distinguish betw- 
een left and right. 
The games rr\ake a worthy 





anempi at teaching the con- 
cepts of up, down, nght and 
lert. and are certainly an en- 
joyable way of leaching and 
rejriforcinc) them. Although 
they are aimed at children 
from 4 years upwards, 
younger chffdren woulct also 
enjoy working on them with 
the help of a parent. It is 
doubtful, however, whether 
children of 7 or 8 would be 
very receptive to the games, 
as some of them are not par- 
ticularly difficult. Daniel, (my 
Chief Tester) particularly 
enioyed the Mr Tickle and 
Mr Grumpv' game in which 
the player can make ihe task 
as difficult (interesting) as he 



wishes by <npu«ing com- 
mands which determines the 
compleKily and length of (he 
route lalten by Mr Tickle. 
Daniel, however, who is a 
bright child, found the othef 
games rather too easy^ 



COMMENTS 



Control key*: moves from 

arrow keys to L, R, U. O, 

ENTER and OELfTE are a(so 

used 

Keyboard play: very good 

Use of colour: very brigbt 

and dear 

Graphics: very good. The Mr 

Men characters Translate 

well into into computer 



graphics. 
General r 



General rating: a good, well- 
designed game, which 
would be useful in nursery/ 
primary schools as well as in 
the home. The games have a 
minima] storytme, and I 
would like to see more 
computer garn^es actuaity 
based on Mr Men stories, 
where the reading of the 
stor^ would be a requ ire- 
ment for the playing of the 
game. 



The Bodyswap program is 
made up of three main parts: 
•look', 'speJI* and 'boggle'. 
'Look' demonstrates certain 
jarts of the body — trunk, 
lead, tail, leg ear, eye — and 
the player is given practice in 
word recognition, being 
required to press the appr^ 
opriate key when a word is 
highlighted. In 'sped' the 
player must identify the part 
missing from the animal's 
body, and features a HElP 
option tf HELP has been sel- 
ected, the choice of words is 
displayed on the screen, so 
that the child playing the 



^ Vi.kjtiin.in 



Bodyswop 




BODYSWOP 



Producer: Sinclarr 

Memory required: 40K 

Retail Price; £7.95 

Author: MacMillan 

Education 

Age Group: 5^ years 

This is a Leam to Read 

grog ram prepared with the 
eip of two speciattsts from 
the Centre for the Teaching 
of Reading, University of 
Reading. The booktet reflects 
this educational expertise, 
beginning with advice to the 
(parents who may be dubious 
about the role — if any — that 

M.U. . ^i *_J I '_ _Il' 



their pre-schoot-aged child 
to read. Thankfully, the poimt 
is emphasised that the many 
children who show no desire 
to read at all t>efore starting 
school should not be pres- 
surised or coerced in any 
way — and reminds parents 
that gentle enoouragefnenl 
car> spark off real enthus- 
iasm. Parents themselves 
are encouraged to use the 
program to give their child- 
ren the concentrated pra-Ct- 
ice they need to reinforce the 
new skills being acquired, 




and to fo^ow up thu playtny 
of the game by directing the 
children towards writing act- 
ivities. All this and other 
sensible advice to parents is 
highly useful, for many 
jarents are unsure exactly 
TOW io help and encourage 
their children before- they 
start at school. 



is probably the most enjoy- 
able of the three games. The 
pfayer has to create a bog- 
gle -- an animal with a head, 
six legs, a tail, two eyes and 
two ears. Additionally, it has 
a one or two player option. 

Daniel found Bodyswop 
slightly boring, and even the 
'boggle' option didn't hotd 
his attention for very long. 
The fact that some of the dif- 
ferences in spell" were not 
always easy to spot also 
tended to present problems 



COMMENTS 



Control keys : mai n ly ' Press a 

key' 

Koyboard play: veryr res- 



Ejnsive 
Mof C< 



Um of colours: bright and 
clear 

Graphics: the animals are 
not particularly we 1 1 repres- 
ented 

G#ftef»t rating: the Notes 
for Parents' in the package 
are very helpful irvdeed, and 
the program is probably as 
suitable for younger children 
as it is for the suggested age 
range. 
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MRT'S 
ALPHABET GAMES 



Producer: Ebut 

Software/Good MouM- ; 

keeping 

Memory required: 48K 

Retail price: €9.95 

Author: Five Ways 

Age group; 3 - 6 Years 

This package, desion^ed by 
teachers, is intended to com- 
ptement ihe pre-reading 
work that a child will rneet at 
school 'Let's Draw Letters' 
introduces the child to letter , 
names and shows how the I 
letters ot the alphabet (all | 
lower case] are drawn, the 
letters are introduced in 
groups according to the 
order in which they are 
normaMy taught in schools 
eg coado q are all based on 
the founded c or o shape. ' 
After the child has watched \ 
the shape being drawn on 
the screert and had the 
chance to discuss it with the 
parent, the latter is encour- 
aged to let the child practise 
drawing the letter himself 
with a large crayorv and a 
jiece of paper, This program 
las the excelient facility of 
allowing the adult to return 
to the menu screen at any 
>oint to select individuat 
etters for practice. There is 
also the option of 'drawing' 
letters on a screen with or 
without lines for guidance as 
the child's dexterity improv- 
es. Mr T's Letrer Faciory can 
be introduced to the child by 
the pareni, but then can be 
played be even the very 
young child on his own. At 
the start of the game, Mr T is 
&eert in his factory making 
letters. The player has to 
help him by activating a 
robot arm each time one of 
the letters coming down the 
assembly line matches the 
target letter displayed on the 
right of the screert, When all 
the letters In the set are suc- 
cessfully matched, Mr T's 
van drives away 

This is a very well (houghr 
dlit game, which allows the 
supervising parent to select 
the letters to be used and the 
level of difficulty. This latter 
facility is particularly useful if 
the program is to be used by 
a number of children with 
differing abilities. 
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Daniel loved this package. 
A young child finds drawing 
letters a fun task when he can 
copy what the computer ts 
doing, and the 'Letter 
Factory* game is so visually 
attractive, that it is bound to 
appeal to the vent^ young. 




Control keys: Thg space bar 
alone is the child's key 
Key^ard pla>y; very good 
Use of Colours: eKceltent 
Graphics: excellent contrast 
General rating: an eKceilent 
package which has been 
very carefully structured and 
is clearly explained. 



Rosetta McLeod is the 
Principal of the Engtjsh 
Departnient at Linksfield 
Academy, AlMitfeen. 





Gremlin Graphics, 

Alpha House, 

10 Carwr Street, 

Sheffield SI 4FS. 

Tel: 107421 753423 



A cry of national outrage! 
Poor Monty banished to a life 
amongst murderers, arsonists, 
the lowest of the low. Fear not 
- this Mofe Is intiocetit and plans 
are in hand to rescue your 
Superhero. 

Who is the mysterious masked mdent willing to 
challenge death for his life-long friend? What are the 
evil forces v^'odcing In Scudmore Prison? To find out get 
your copy NOW 

AVAILABLE AT ALL GOOD 
SOFTWARE DEALERS 
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In our November issue of CRASH we ran a 
competition in assoctation with GREMLIN 
GRAPHICS to desrgn the loading screen for a 
game which would introduce a new arcade 
hero called BEAVER BOB. We were quite 
taken aback by the high number of entries 
and the often excellent standard achieved. 

The entries recived were short-iisied by members of the 
CRASH team and the seifected tapes were sent on to GREM 
UN GRAPHICS for iheir fmal assessment. Whrle the final 
decisions were being taken, the game Beaver Bob in Dam 
Troubfe was already being written and should be on sale bv 
the time you f eaci 'his. 

Thepr[^es being offered were a new GREMLIN GRAPHICS 
(J I rue ror IB funners-up, a naw game and €25 for second and 
th^rd place, and a first prize of C1 00 plus fame m the form of a 
photogsph of the winning entrant on the inlay card of Beaver 
Bob in Dam Trouble. So. without furthef ado, onto the 
results! 



^1^ 



^J'-'f}^^ 



THE RUNNERS-UP 

Stephen Jarrard, Saffron Walden, Essex 

Mike Burley. West Didsbury- Manchester 

Stephen A Graham, Bellevue, Carlisle, Cumbria 

Steven & David Westland, West Wickham, Kent 

Stuart Spalding, Roxburgh, Scotland 

J Gray, Hossmgton, Doncaster 

C Fortin & C Leem, Bfighton, Sussex 

Stephen Sloan, Meadows. Nottingham 

I S Russell. Offenham, Nr Evesham, Worcs 

Neil Watson, Hip her Den ham, Uxbridge. Middx 

R Jellicoe & M Franklin, Maidstone, Kent 

P H Stave rs, Sunderland, Tyne & Wear 

Andrew Brittain, He^ne Hill, London 

Geoffrey Fame, Batdock, Herts 

Martin Brestin. Greenock, Rervfrewshtre 

WINNING RUNNERS-UP 

3rd Place; Davt; Trowsdale, Leicester 



entry} 

THE WINNER 

P J Seymour, Balderton, Newark, Notts 

Congratulations go to P J Seymour for his version of lh& 
Beaver Bob loading screen, which GREMLIN GRAPHiCS will 
be usirtg or^ their new garrw Beaver Bob m Dam Troubie -- 
look out for it! 
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MICRO/ WAFA/ DISC DRIVE 
TRANSFER 
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FOR AUTHE UTEST 
SPECTRUM SOFTWARE TITIES 

^MICRO 
GROWER 




f v,.* f^ 



Only 

hoK 

va mile 

outside 

LEEDS 
town 

centre 



MICRO POWER LTP. Nor ihwood House, NcKlh Street, 
Leeds LS7 2AA Tel (0532) 458300 (3 lines} 
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Producer: The Edge 
Mertiory required: 48K 
Retail price: £7.&S 
Language: machine coda 
Author: Charles Bystram 

With overtones of Monty 
Python {Life ofBn&nl) in the 
wrdthfu! harid af God striking 
death by lightning to the 
careless games player, Brian 
6food&xe sets cut ori a quest 
full of Primary Imbalance. 
The Edge have abandofied 
'Synurgy', what ev^r that 
was, for a more imbaianced 
start. Don't worry when after 
the animated title screen has 
finished doing its thing, the 
program crashes. Observant 
computer owners will notice 
that the Sinclair logo has be- 
come a bit moth-eaten and 
realise that everything is 
okay-yah. Soon (he familiar 
Monty Python theme music 
comes up and you're away. 

Away to where, you may 
wonder. VVell the inlay 
doesn't help much — on 
purpose, as it states clearly 
enouQh. But Brian Bloodaxe 
is a Viking Rip Van Winkle 
who has woken up after 
being stuck in an ice block for 
hundreds of years, On re- 
awakening he decides to do 
what he original set out to 
do, and conquer Britain, 
except now It's 1983 (a per- 
iod piece as you seel. 
Through 104 screens of plat- 
form -inspi red jumping. 
Brian must steal the Crown 
Jewels and sit on the throne. 
The screens are variously 
designed, one of the early 
ones is a snooker table com- 
plete with killer balls for 
instance, and require jump- 
ing skills. Some objects can 
be picked up and used tike 
the triangle on the same 
screen, which keeps the 
snooker balls away, put it 
can also be placed usefully 
and acts as a jumping plat'- 
form. The larger of the hsi- 
erds can be used similarly. 
like the dude wttose back is 
broad and safe as long as 
you walk fast enough to keep 
up, but watch the beak I 

Primary tmblarvce seems 
to be a highly sophisticated 
programming method 

whereby things don't always 
work as you might expect. 
Water drowns, for instance, 
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BRIAN 
BLOODAXE 



but Brian has a fine line in 
walking on water as long as 
he keeps boundng. On the 
other hand. Primary Imbal' 
ance may be nothing more 
sophisticated than a game 
frustration factor depending 
on how you took at it. The 
ability to pick up objects ar>d 
use them {Brian can only 
carry three at a time} does 
make Brian Bloodaxis into 
more than just a platform 
game, as the uses of the 



quite logical — but when 
jumping off a ledge onto 
another it decided to move 
away, heading Brian to a 
watery grave— quite illogic- 
al. So my advice is to expect 
anything, The idea of colFoct- 
ing objects to use as help as 
seen in Knight Lore is seen 
here too. B/oodaxe i$ an 
excellent game which is rep- 
resentative of the high class 
software which is tieing 
produced today/ 




Bfftatn m i983 - th« mtetmi ^tkrtg^ 

Briitfi atooUaxs faces fa^tfomo modem oppotmits 



objects are Cfitical to success 
and the Throne. 



CRITICISM 



• 'Brian Bloodaxe claims to 
have Primary Imbalance 
which suggests that any- 
thing could happen, and this 
is certainly the case. The 
Monty Python music also 
in^dicates that this is no ordin- 
ary game. BB is one of the 
arcade/adventure type 

games which these days 
seem to be the games and 
require thought as well as 
thecustomarv&kiHs. It has all 
sorts of happenings in ih To 
name a few, I found \ could 
walk on the back of r^asties 
but dies tf I met their path -- 



• 'Straight to the point, 
Brian Bioodaxe is a son of 
souped-up ptatform game 
with a few ma/or differences. 
Tfie main one being that the 
objects you coHect pfay an 
important rote in performing 
anotfier or sev^rai actions. 
Also, not everything that 
moves is deadly ~~ did you 
know that sftarks are safer 
from behind than in head 
on? The graphics are excel- 
lent and the sound is fab with 
a rare but appreciated con- 
tinuous tune that doesn't 
appear to affect the move- 
ment of the gmphtcs at all. 
The game is certainly tun to 
play though I think the ptat- 
form idea t}as been a bit 
overworked and should be 
given a rest But with that 



said Brian Bloodaxe is stilt a 
truly marvellous think, and a 
game which I don't think The 
tdff» could improve upon I 
think Primary Imbalance 
refers to the hyperfoad — / 
had enough problems witti 
that — or maybe the gsme ia 
played t>etter when you bal- 
ance upside down on one 
finger r 

• 'I think I've discovered 
what Primary Imblance is. It 
is that it takes so many att- 
empts to load it and then you 
try the other side just for luck 
and it loads straight awayl I 
think this has to be one of the 
most infuriating games I 
have ever pfayed It hes good 
graphics and sound, evefy- 
Ehing is well drawn and 
moves well (apart from the 
Rhinos] and the only thirvg 
lacking is the instructions! 
There are some but they are 

Eol intended to help at eEl so 
ird'brains have to work it all 
out for themselves.' 



COMMBNTS 



Control keys: CAPSfZ left/ 

fipht, C to jump. V /SPACE 

pick up/drop, Xto use an 

object 

ioyfftidc Kempston, Protect, 

AGF (auto detection}, 

Sinclair 2 

Keyboard play: responsive 

and simple to use 

Use of colour: good, va ried 

Graphlo^: ven^ gocKJ, largv, 

well detailed arx) smooth 

Sound; excellent continuous 

tune 

Skill levels: 1 

Lives: 3 

Screens: 104 

General rating: very good to 

eKcellent. a lough thinking/ 

skill game. 

Use of computer 85% 

Graphics 86% 

PlayabiFitv 89% 

Getting started! 78% 

Addictive qualities 69% 

Value for money 86% 

Overall 86% 




flTLftnilS- 

PROOF THAT BUDGET SOFTWARE 
CAN BE QI/AL/ir SOFTWARE! 



II 




You don't need 

to take our word 

fot it! tn "Crash 

Micro's" reader awards for 

1984, "EIGHTS", one of the 

23 quality games available 

from Atlantis Software at the budget price 

of £1 ,99, was voted "a clear winner*' in the 

^Best Board/Card/Puzzie Game" category. 

And that's encouraging for us. In 1985 
we're not only developing exciting new 
games of all types for the VIC 20, ZX 

Spectrum and OEM 64 machines, but also 



extending our range 
of quality software, 
at realistic prices to 
Amstrad and MSX owners 
as welL We're also releasing a series of 
games under the "Atlantis Gold" label, 
which at £2.99 each offer incredible value. 

So don't be fooled into believing that low 
prices mean low quality software. Try ours, 
you can't afford not to. 

For quality games at prices you can afford - 
Look for Atlantis Softwarel Available at most 

retailers of computer games nationwide. 



OTunris 

Atlantis Software Ltd, 19 Prebend Street, London N1 8PF. Tel: 01-226 6703 
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E-V-E-R-Y-0-N-E-S 



EVERYONE'S 
A WALLY 



Producer: Mlkro-Gen 
Memory required : 48K 
Retail price: £9.95 
Language; machmecode 
Author: The Mikro-Gen 
taaiTi 



After the success of Auto- 
manis and Pyj^msrama the 
thircj In the series is probably 
the most awaited game of 
the moment with the poss- 
ible exception of Aden 8. 
Follow-ups are a dangenjus 
route to take because comp- 
arisons are mevitabfe. Mikfo- 
Gen seem only too aware of 
this and have taken pains lo 
see that each one is better 
than the last, in Everyone's a 
Wafty this is certainlv true, 
but they have abo expanded 
the game play and {introdu- 
ced now characters so thai 
Wally's gang are themselves 
becoming possible future 
programs. Tne most notable 
Introductions are Mrs. Week 
and Master Week, The mis- 
sus is Wtlma, a real ^H3\ly- 
sprite, and the youngster is 
Herbert, a menace on hands 
and knees who appears to 
have the f reedorn of Wallies- 
vilie. The rest of the §ang are 
Tom, Dick and Harfy. 

With the exception of Her- 
bert (who is completely out 
of hand) the gang are all 
player-control I aWe, one at a 
lime. £ach of them is capable 
of undertaking different 
tasks, Dick, for instance, ts 
the plumber. The gang has a 
list of tasks, rnost of which 
must be preformed by the 
right person; and with the 
right tools, often jobs dep- 
end on other tasks having 
been compieted first. The 
overall object of the game is 
to collect all the code letters 
required to crack the bank 
safe to steal the money to 

nS CRASH March 19B5 




(The Life of Wally) 



pay the gang. The code let- 
ters act as objects to be coll- 
ected and they must betaken 
to the bank in the correct 
sequence which you have to 
establish, 

As in Py/amamma objects 
are scattered svefywhere 
and are collected by walking 
over thenn which results in 
the carried object being dep- 
osited. Str>ce all five player- 



controlled characters lead an 
independent life whan not 
under control, this can bec- 
ome iofuriating when some- 
one wanders m and picks up 
an object you were just 
about (o collect. Exchange of 
control is done when an un- 
controlled character enters 



the same screen as your con- 
trolled character. You then 
just press the appropriate 
numerical key and control is 
exchanged. At any time, by 
pressing the key for the char- 
acter you want to know 
about a message comes up 
at the top which tells you 
where they are- 
Like everyorw else^ the 
gang need feeding. Wllma's 
quite good at shopping, 
which is just as well because 
although wally will eat any- 
thing, the others are much 
fussier. As a consequence of 
all the variously inter-related 



Swings and Houndabouis tot W.iUyanft Wilms 




W-A-L-L-Y 



actions, characters and situ- 
atJons, Everyone's A Wafiy fs 
aciualiv a series of separate 
arcftde/adventures within an 
overall arcade /adventure: 
and of course there are 
always the hazards lying 
around which are detrimen- 
tal to energy, Pyjamsrama 
had a Space Invaders game 
in the Video Room, tvery- 
ona's a Wa/ty has two little 
arcade games tuclced into its 
innards — try a phone can, or 
cross town underneath the 
streets ! 

Another big difference 
between this and the other 
programs is that Mikro-Gen 
have included a free hit 
single on the reverse of tha 
tape, recorded by Mike Barry 
and called — guess what? 



CRITICISI^ 



• 'Okay Wally, you've had it 
easy so far, so lefs try and 
give you something a BIT 
harder to do. Just raid the 
bank to pay for the gangs' 
wage^ tasy, right? Well 
there are a couple of tasks to 
perform like repairing the 
kiuntajn and the gas main, 
and some of those vehicles 

Kou'll r>eed are broken. BUT 
eing a Wally yott can't poss- 
ibly do all this by yourself, so 
there are a {ew friends 
around to help out- As u&ual 
you've been placed in BRILL- 
IANT graphics and there's a 
Q reat tune — a Wally tune of 
course — before you start on 
your Wallyventure. Being a 
Wallv< everything is so diffic- 
ult it may take you some time 
just to famiJiarise yourself 
with your Wally surround* 
ings. Well Walty, what are 
you waiting for? You've been 
set in the perfect game so 
make the most of your brill 
graphics, sound and frieods 
ana get cracicing on your 
megadventure/ 

• 'Continuing with the tril- 
ogy of WatSy, the theme has 
been taken one step further; 
more characters have been 
introduced to the game and 
these add a new df mansion 
to the playing techniques. 
The idea of expanding one 
charwcter to five must be 3 
major advance in the game 
idea. £ach cfiar^cter, having 
its own task to complete, 
does make the game some- 
what more difitcuit and adds 
more depth. The graphics 
are afong the now traditianaf 
Watiy fine but there are more 
of them snd they are more 
detailed, each of the main 



characters Is very cfear 9nd 
distinctly persona/. The only 
problem in this area is the 
usuaf attribute problem 
whert more than two colours 
are used, but this is not too 
disturbing, and after a while 
you hardly notice it in any 
c&se- Animation is superb, 
and I especially liked baby 
Wally, who crawled very 
well. The Wally trilogy is 
going more into the advent" 
ure^arcade theme where 
both types of skill are rmjuir- 



ed. All in all even a better 
game than Pyjamarama was. 
Another winner by Mikro- 
Gen/ 



I 



'Success seems to be 
oing to Wally's stomach — 
e's putting on a touch of 
weight! iVIind you, when you 
see the butcher's and the 
baker's you can see why, A 
map of the town in which the 
action takes place should be 
fyn, but itJI take a bit of time, 
to get round rl. As usual the 
graphics are big and very 
colourful with tons of drawn 
detail. Attribute flashes 
when a character passes in 
front of something and re- 
colours it are there of course, 
put the painterly look of this 
game is hardly spoiled by 
such unavoidable things. 
Once again the mystery of 
what does when and how lo 
get at it, whe<re to Eeave it so 
you can QeX it again and so 
on, is the nub of the game. 
But the addition of other con- 
trollable characters makes 
everything mudi more oom- 

Klicated. tveryone's a Wally 
as to be a big hit, and I hope 
the pop single on the other 




side ofthe cassette does as 
well (although our preview 
copies did not have this on 
yet). Excellent value and 
great fun.' 



COMMEf^S 



Control keys: Q,E,T,U,0/W. 

R,YJ,P left/right, 3rd row for 

exit screen {through doors. 

Streets etc J, 4fh row to jump, 

1 -5 select character keys 

Joystick: Kempston, Sinclarr 

2 

Keyboard pJay: highly 

responsive 

Use of cotour: excellent 

Graphic: excellent 

Sound: very good 

Skm levete: 1 

Uwe«: endurance 

Screens: lots fto be advised 

by readers)! 

General rating: excel lent. 

Use of computer 90% 

Graphics 93% 

Playability 94% 

Getting started 89% 

Addictive qualities 96% 

Vatue for money 96% 

OveraN 93% 




THE 

TAPE BACKUP 

DEVICE 

V«*, after spectacular success on 
ifi^ C&M M arxj tjy putjiic 
cfemand, Doutrfer is now an/mti'- 
»btm fof the Spectrum IncJudei 
hardw«r« mnd iOftwwv This 
Mtnmttnq devtctf' allows you 
to make backup copies of 
software wiih all tyfitt Ol 
loaders irrespective ofter^th or 
^peifd Tests hawe proved 1 0O^fc 
Mjcccnfut Requires accesv 10 
two caisettc dttks. The special 
softwafe geJierjiei ^ brand 
n*w machine copy on to one 
deck while to.idin^ from the 
ot^ier Fast and rallabla T^ey 
SAtd a cotildn't be done 
OMiVCU.95 

AHphteimtiudevAr 
Post i PackJng Cheques. PO 
Of Phone your C Jfd NhJinDef to 



MICRO CENTRE 

emOCE STREtT EVESHAM 

wortcesTErtSHinE 

Alto ^v^iliSblF rram 

1 r%(M PtftsMor^t rtOAD 

COTTtniDOe.. B«nMlNGl-(AM 
TrI: 021 4Sa 4Sfr4 
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SKI STAR 
2 



§!§!§ 



Producer: Richard 

Sh«f»herd 

Memory required: 4W< 

Retail price: £7.95 

Language: machine code 

Author: Pate Cooke 

As a software house Richard 
Shepherd is probably best 
known for adventure gomes 
like Urttan Upstart. Ski Star 
2000 is NOT an adventure, in 
fact it is reallv somathing 
quite different and, as the 
compare V is at pains to point 
out, this new game should 
not be confused with the 
downward scrolling ski 
games that have been pop- 
ular In fact Ski Stsr could 
best be decribed at a 'Piste 
Pole Position', for ft (s a 
downhill 3D, eye-tevel view 
skiing simulation. The prog- 
ram includes 16 diffefent 
downhill course, 14 of which 
may be redesigned inf nitely 
through a complex but 
fascinating Course Designer. 
Othfir vensbles c«n be des- 
tgned in via the Course Varia- 
bies Editor. The Hxed modes 
which can tie selected here 
enable players to compete 
and directly compare scores 
using exactly the same con- 
ditions without laborious 
rHJte comparisons. 

Ski Star comes with 
lengthy instructions, but 
much of these are to do with 
using the options, and it is 
here that the great strength 
of this program appears. 
After loading you are presen- 
ted with an icon menu of 
options: 

Play Game 

CfroosaCoiirw 

Dftsigrt Courte 

Best Times 

Define key* 
If you select Choose a 
Course, you see a list of 
headings, level choices and 
values. A white bar selects 
by using the keys or joystick, 
Havirtg entered all the selec- 
tions you want, you can use 
MODE, which will give this 
combination a n^ode num 
ber so that you can reset the 
same values without enter- 
ing each one individually. 
There are 32 riKxles in all of 
which to 3 are fixed so thai 
competitions across the 
Oouniry can be held under 
fixed and fair conditions for 
comparison of times The 
other Modes can be custom 
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ori the courmm i* pionmit »1 thm bottom Imtt 



ised. Here you can alter 
height of view from zero feet 
to a bird's eye 20 feet isaid to 
be useful for assessing a 
course); you can control rate 
of turn, the angle you lean at 
in turns, how fast you accel- 
erate and deccelerate, 
whether the map plot show- 
ing current map position is 
on or off, quality of visibility, 
redefine the paper, ink and 
border colours, select wheth- 
er it snows or not and how 
hard, and you can even def- 
ine the shape of your gog- 
gles (ie the screen playing 
shape). 

Tne Course Designer uses 
icons, rather like the Macin- 
tosh computer. On the left is 
the pre-set course, start at 
the bottom, finish at the top. 
Symbols represent the var- 
ious components. On the 
right is a symbol editor 
vvhich includes a dustbin and 
a door. Using the keys or joy- 
stick you take the on-screen 
cursor to the symbol you 
want to pick up, press fire, 
and then move tiie picked-iip 
symbol the the spot on ttra 
course you want. Pressing 
fire again places it. Symbols 
may therefore be added to 
the course, ren^jved from it 
or moved about on the 
course. Any symbol not 
wanted is taken to the dust- 
bin and femoved, and when 
the course is designed to the 
player's satisfaction, the 
cursor is taken to the door to 
exit from the editor mode. 



Features which are included 
are mountains, hillocks, 
square and triangular flags, 
grass, crevasses, grit arvd 
many others. 

Onto the game. The dis- 
play area with its 3D view, 
uses \me graphics. Below 
there are two panels, on the 
left a map of the course 
which plots your present 
position; and on the right a 
panel which indicates the 
course number, speed, time 
taken, number of faults rec- 
orded, and whether you are 
in practice or competition 
mode. When you get to the 
end of the run, you must de- 
celerate to a stc^, and stop- 
pincj takes you itie title page 
again. 



CRtTtCISM 



• It seems pretty amazing 
thai so much should be 
packed into the available 42K 
of this program, and at the 
Outset I have to say that I 
think the designer aspects 
are more fun than the actuai 
game. However, once you 
set a tough course, the game 
aJso picks up enomiously. I 
can see, though, that with 
more available memory, the 
programmer could have 
made an even better ski 
game arjd kept the super 
course designer with its 
icons. Ski Star a^ picks up a 
iot when you start to play it in 
competition with others. 
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rather like Cfieqaered Flag. 
because it is hiere that the 
competitive spirit brtrvgs the 
simulation aspects to life. 
Diving in and out of the flags 
and avoiding the various 
hazards is rvot tf^t easy on a 
more difficult course, which 
gives the game addictive ~ 
ness, but the fact Thai you 
can keep on re-designing 
lurses adds even more last- 
ing appeal to this very un- 
usual program.' 

• *TherB*s been no rest 
attempt on a skigamv tor the 
Spectrum f unless you except 
Horace Goes Skiing/ Ski Star 
2000 is quite a brave attempt 
to reproduce an accurate 
simutation of skiing down a 
sfope. Ttie grapihics are tine 
drawn, prooabfy Just to odd 
spee<t to f/je gafne, and once 
you get used to them they 
are quite acceptatte. One of 
the best things about Ute 
game is that you can totetty 
re-design it and tailor it to 
your own fiking. the editors 
for the course and the van- 
abfe are briStiant and very 
professional. This is proi>- 
ably the main feature of (he 
game. A good besh at a dif- 
ticuH subfect/ 

• 'If you like 3D simulation 

Sames, then the new Ski Star 
000 from Richard Shepherd 
is a n>ust. It offers the player 
all the fun of competing 
against himseJf or others, 
even by post or in magazine 
hi SCO re pages. I was teft 
wondering how fabulous it 
would be if the graphics 
coufd have been solid 3D 
instead of wire frame, but 
that's asking too much of the 
Spectrum, Ski Star shotiid 
open up the market to this 
type of game, and hopefully 
we will then see even greater 
improvements made. As it is, 
this game is a mangel lous 
icfea and fun to pJay, mora 
fun to play with the editor, 
and even more fun if you're 
with friends. I would say, buy 
it.' 



COMMENTS 



Control keys: pre-set 0/P 
left/right. A/Z aocet/deoel, M 
to fJre (editors), but all keys 
may be user defined 
Joystick: Kempston. Sinclair 
2. Protek. AGF 
KaytMMrd play: responsive 
UseofcoFour: straight- 
fOJ^vdird as you would 
expect, but redefinableto 
some degree 
Graphics: niceJy drawn. 



r 



more utilitarian than 
attractive 
Sound: oot much 
sun levvft: infinitely 
variable 

General roitini^; an 
adventurous idiiaj well 
executed and with 
marvellous redeHinab^e 
characteristics. Should 
prove addictive to 



fli m u lation/racer play ers 



Use of computsf 
Graphics 
Piayabilrty 
Getting started 
Addictive qualrties 
Value for mor»ev 
Overall 




93% 
66% 
63% 
84% 
65% 
73% 
7S% 



FORBIi 
FRUIT 



BJB 



€iV 



Producer: Tansoft 
Memory required: 48K 
Retail price: £5 JO 
Language: machine code 
Author: Thomas 
Derbyshire 

This ts the first game for the 
Spectrurri that Tansoft have 
produced, having been prev- 
iously more concerned with 
the Oric compyters. Forbid' 
den Fruit is a simple ides in 
which you guide a character 
arouna severat screens to 



collect a key for the screen 
exit and various flavours of 
forbidden fruit for bonus 
points. 

The screens consist of 
simple maiG shapes. Filled 
with at Eeast three nasties at 
any one moment, that paf- 
ads about the playing ares in 
preset pat1«rrts.AtthetOpof 
the screen appears a graphic 
of the fruit you may collect 
f^ext. On collecting it, the 
graphic changes to the neift 
avertable fruit. To preverrt 



you from being killed off, 

Kour character hes o laser, 
ut this only fires left and 
right, so timing is required to 
judge the riant moment to 
use a verticalchanel. As you 
progress through the 
screens, the layouts become 
more tricksy and the keys and 
fruit are placed more awkw- 
ardly. 

The oopy we wore given to 
look at was an early pre 
production version, so the 
packaging with ftaall-import- 
artt blurb was missing! 
Hence we have no vitally int- 
eresting storyline to give you 
about the game which is so 
often designed to tell yont 
about the p3cli<a<ging but little 
about the gamel 



CRITICISM 



# 'There seems to have 
been a lot of maze games 
come out just recently; 
usually what you see on 
screen is only a tiny portron 
of the entire ma^e. Forbid- 
den Fruits shovra the entire 
msfe. ie each screen is a sep- 
arate maze of its own and 
one of many. The graphics 
are laipe, very detailed and 
cotoumil, each having its 
own predictable c^iaracteris- 
tics. Because of the fruit in 
(his pame and the meani^ 
chasing you, you could pos- 
sibly say that this is a consid- 
erable d^Mrture from the 
'Pacman' theme. This game 



We always carry a linirted supply of 

BACK NUMBERS for readers who may 

have missed out an earlier issues. Fill 

that gap in ymjr Birtder by ordering 

back issues of 

CRASH 

Unfortunately we have no stocks of 
Issue 1, which has sold out 




Issues 2 — 7 at 95p each 
Issue 8 onwards at £1M5 each 
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is simplicrty itself but it does 
pose some problems in get- 
ting past the meanies to get 
out of the meie, I think this is 
quite good value for money 
and I was abte to play it for 
hours withoui tiring of it, al- 
though it does depend on 
whetner you like this type of 
game.' 

• 'It's. WB/t worth remBm- 
berino how poor the gertefst 
standard of graphics used to 
be in some of the aider, sim- 
pier maze aames, because 
Forbidden Fruit has large 
and very nicely animated 
creatures in it — the visual 
factor that distinguishes it as 
a moderni ^me. First 
screens are qurte easy, but 
later ones get quite hairy and 
keep the interest up. 
Learning the patterns of 
nasty movement is a large 
part of the playing skills re- 
quired, ana so somethina 
akin to the game element of, 
say Manic Miner* 'S incorp- 
orated, t found it addictive 
and piayatte, not a major 
game to make your hair 
stand on end. but Certain fy 
enjoyable snd rather more 
clever than it first appears. ' 

% 'forbidden Fntit ts a 
no vet variant on the maze 
game, you don't have to 
coilect everything to 
complete a screen, but you 
can if you want to score well. 
The graphites are quite good 
and detailed with colour 
being used well. The sound 
is boring and tsn't really 
worth having at all, what Ut- 



tle there is of ll< Keyboard 

El lay is respqnstve but the 
ey board positions are awk- 
ward to use. This is quite 
playable, and being only 
able to fire sideways adds a 
naw dimension to the diff^c- 
ulty. It's quite addictive for a 
whiie, but you won't be play- 
ing it until the early hours of 
the morning. OveratI, Quite 
good but not in the terrifk; 
leagua/ 



commENTS 



Control kev«: D/C up/down, 

0/P left/right, A/S fire left/ 

right, I to fire in movement 

direction 

Joystick: Kempston, AGF, 

Protek, Sinclair 2 

K«yboanl play: responsive, 

but a rather odd combination 

and f re is on the wrong side 

of Ihe left /fight keys 

UMOfcOlour:verygoodand 

ch&erfu I 

Graphics: good, clear and 

biq. with characterful 

animation 

Sound: below average 

Skill taveis: 1 

Lives: 3 

Scrottris: unknown 

General rating: above 

average to good, and selliriQ 

atasen'Stbleprice. 

Us« of computer 70% 

Graphtcs 75% 

Playabilitv 75% 

Getting startad N/A 

Addictive qualities 67% 

Value for money 78% 

Overall 73% 



MONTY 

IS INNOCENT 



Producer: Gremlin 

Graphics 

Memory required: 484C 

Retail price: ^.95 

l-anguage; machine code 

Author: Chris Kerrv 

Sequels t>etng all the rage 
latefy, it is important at the 
outset to say that Monty is 
innocent is not a sequel to 
Wanted: Monty Mote. The 

fjame is entirely different in 
cx^k and style and features a 
new hero, Sam Stoat. So 
vwhat's the connection with 
poor old Mon^7 After steal- 
ing a bucket of coaf and get- 
ting caught by Arthu r's flying 
pidtets, Mionty has been im- 
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prisoned for five years in MM 
Scud mo re atong with murd- 
erers and arsonists. But on 
the outside, powerful friends 
are working to free Kim, 
arnong them Monty's best 
friend Sam Stoat. The object 
of the game is guide Sam 
around the hatia, corridors, 
tunnets and exercise yards of 
Sctidmore in search of the 
Governor's office and the 
eight keys that will open the 
eight doors to get te Monty. 

Monty is innocent is not a 
platfomi-style ganrie like its 
predecessor, but a linked 
multi-screen 30 maze type 
which uses solid, brightly 
coloured graphics to draw 
the locations, it isn't proper 
3D despite the perspective 
drawings but relies on the 
drawn spaces to define near 
and far away, rather like 
some of the Thor games. 
This IS not, perhaps, venpf 
surprising as Chris Kerry the 
author is the same Chris 
Kerry who did Jack and the 
Beanstalk etc. Keys can be 
picked up from inside the 
Governor's offit^ safe and 
used by Sam, and it is one of 
those games that requires 
learning the layout to get 
around quicidy, because 
Sam needs to constantly 
return to the Governor's 
office for more keys. 



CRITICISM 



9 'After enjoying Monty 
Moie I was rather disappoin- 
ted with Poffy Pigeon, but 
Monty is innocent is great. 
It's really cokKjrful ami 
although the graphic 
movement is not ultra- 
smooth, it's okay. The 
locations are well laid out 
and due to the differences of 
«ach location, you soon 
begin to know your way 
around. Frustrations such as 
solitary confinement tend to 
ensure that you only make 
such mistakes but once I On 
iome occasions I found 




Sem's movement a little 
dodgy but this added to the 
difficulty, so who caresl 
Perhaps a little of the scenery 
could have been used as 
game play memory space, 
but this may have spoilt the 
atmosphere, so maybe I 
should |ust shut up and give 
an opinion — very good,' 

• 'The differences between 
this game and their previous 
ones are that the graphics 
are much more detailed and 
and jazzed up. There are 
quite a few 3D type scenes 
which work very well, but on 
the whole they don't add 
anything to the game. The 
gam^ itself seemed quite big 
at ftrst and indeed you can be 
eitploring for quite a while. 
But it does become apparent 
that there is no need to 
wonder around the entire 
prison complex to be able to 
release Monty, In fact there 
are only a handful of screens 
that you need to play with. 
There doesn't seem much 
actual gaming element in 
Monty is innocent, although 
you do consistently get kilted 
off. But other than avoiding 
the inmates of ttw prison and 
finding the right key, there 
isn't a lot else to it — it 
doesn't, for instance, require 
the arcade skills that were so 
essential in the prarviout 
Monty game, Nice graphics, 
shame about the game,' 



COMMENTS 



Control keys: Q/W left/right, 

0/K up /down, P to pick up 

keys 

Joyttklc: Kempston, Sinclair 

2 

Kev^t>o«rd play: slightly odd 

combination, but it works 

well and response is good 

Use of colour: colour plays 

an important part as it 

defines the 3D effect — 

drawback is with the 

attribute problem at times 

Graphics : moving characters 

are neat and detailed wtth 

reasonable animation 

Sound: good tune between 

games, spot effects 

Skill tevds: 1 

Lives; 4 

Scr»«ftt:4d 

General rating: 

Us« of computer 76% 

Graphici 86% 

Playability 76% 

Getting started 80% 

Addictive qualities 75% 

Value for money 74% 

Overall 78% 




ADVENTURE, STRATEGY, SIMULATION OR WAR GAME ? 

WiTfltever your chocce the i96d Cambridge Award compeiition has the ganrte for yoti. 

THE PRtNCE. an adventure game, won the Cambridge Award arnJ is an eniireiy new concept in adventure games, 
crealing 3 beiievatrie world 0I medieval intrigue arid counter intrigue in which the tour players become lotaity 
immersed The game ts very inieractive artd eacli pEayer represents a particular power base' wilhm ihe castie The 
ptayers need to make aliiiances with each other before the mystery is solved and Ijeconrke the new Lore-Master, 
tin! rusi worthy henchmen are recruited to spy or steal from Other players, plots are hatched arxl unholy alliances 
formed Price tT.SS 

1942 MISSION IS an adventure where a British Agent rs sent 10 find the rocket fuel plans in a German Hloh Security 
camp. Prtce £5.9S 

BLUE RIBANDisa simulation where the Master of a modern ferry has to navigate his way through the narrow rivet 
channels ot tjve South Sea islands Price t5.9S 

fNSunQENCY is a strategy war game whtch is unique in that liie 2 players have very different types of armies. The 
governmeni forces are belter equipped but are less mobile than fhe guerrilla forces, Price G5.85 

WAR ZOKE IS a war game where the ptayer plays againsi the computer's Red Forces ^ There are 9 zones and up lo 
\5(1 pmces o^ each side. Stunni;ng, test movrng graphics. Price ESJS 
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Avaiiable for Spectrum 48K from larger branches of Boots or tnall order from 
CASES COMPUTER SIMULATIONS LTD. 

U Lang ton Way, London 5E3 7TL 
Telephone; 01-S5S 0763 
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Whtfl I was younger, working on various coltege Rag Mags 
and stuff, 1 had this peculiar idetn ihat being a megastar 
journalist would change mv life In fact, all that happened 
was that I ef>d up sitting up all night for about tt»rft« dayt in a 
row. roug h I y two w eeks aft er t he ft nai copy dale has passed, 
madly trying to get everything together in time, I have a 
sneaking feeling th^t all part-tim* wrrtems work this way; 
certainty I used to know some people who wrota for the 
music presi, and they claimed that they simply couJd not 
write at all until after the copy date. Funnily enough, the 
soon-tobe'deceased/Jata lamented 8iti << rnaga^ine was 
staffed hy a lot of ex^^/VAff^ people, which tells you qurte a lot 
about why it was like K was, and al^w why it no longer is, 
What the mtuitive amor^g you wtH have realised is that I am 
working my ^ay round to apoiogisirtg for the apatling errors 
I have made in recant i^ues, tike abusing ttie wrong people. 



^ I meet ijohn Gilbert last week at the Toy F I 

and Tm sure if it hadn't been for the fact that we were giving 
away free wine on our stand, he would certainly have empf- 
ajned to me the exact nature of his identity crisis, A splendid 
chap. The point is, though, that we journalists are under an 
immense anrwunt of pressure, and can't avoid makingi tt^e 
odd slip, and there's really no cause for any offeni^ to be 
taken. Anyway, , , 



I'm back again, and just 
about suitably psyched up to 
deliver anothef vituperative 
harangue. In case you didn't 
realise I missed last month's 
copy date yei again (this is 
getting bonrvgl Ixitt it wasn't 
my fault Your Hofjour, thera 
were ' mitigating circum- 
Stances I Vou see, my fiance 
and I live in a (how shall w« 
put this?! derelict house, 
which we actually own 
{fools I If and trvtend to renov- 
ate, flog and make a hefty 
profit on. Un/ortufiately, 
there are some slight draw- 
backs to living in this salub- 
rious joint, tike the fact that 
when it snows it actually 
comes right down the 
chimney into the living room 
-— and of course going to the 
(oo becomes a major Arctic 
expodition. Once you've got 
the huskies hitched up, you 
have to negotiate a ten -foot 
high mountain of bricks in 
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the backyard. The IciO itself is 
frozen up, and sitting On it is 
something &lse — it leaves 
your posterior feeling tike it's 
been ravaged by a rampant 
squid. Irt an effort to ease the 
trrbulation of Irving in this 
hardship statkini, I have 
taken to using a potty in- 
doors at night . . I don't think 
I can go on with this — it oets 
really disgusting! As I nad 
tan oays off from my day job 
over Christmas. I thought f 
would really get stuck in to a 
number of desperate jobs, 
like putting some heating 
and hot water in, and so on. 
And now, in fact, our sian^ 
dard of Bving has increased 
by about 300%. We no 
longer have to trek over to 
the other side of towf> to 
wash at my mum's, and 
we've got a nice stereo. The 
thing is, though, that I just 
dtdn t get time to look at any 
games, let alone write about 



any. (This is not quite true, I 
dici spend a little time 
playing Knight Lore, and f 
have to say 'Wdll done, all 
you lot at Ashby'). I think I'l* 
just resign now, OK7 Also, 1 
will admit to playing Daft 
Star a bit, and I have a great 
ti}3 for anyone with a joy- 
stick: easily the best way to 
play Darks tar is to define all 
the right-hand keys at aooeU 
erate, all the left-hand keys 
as brake, stick the Speocy on 
the floor, take your shoes off 
and use ii like the pedats in a 
car. This enables you to Neep 
both hands on your joystick 
atl the time jaft&r a while I 
found that I could even hit 
the T button pretty accur- 
ately with my toe). The only 
drawback is that it can get a 
bit smelly, and your friends 
lend to regard you as some 
kind of pwrvert. 

Just before Christmas I 
had the time of my day at the 
EMAP Christmas party at the 
Camden Palace, To those of 
you who don't know, EMAP 
IS a big publishina company, 
which owns loads of mag- 
azines, such as C-5 User Brh 
C&VG. In view of my oft- 
expressed pleas for more 
friendly relations between 
magszine people, I was not 
at all surprised to get thecal! 
to Camden Town (funny 
Roger couldn't make it — 
had a bad attack of the belly 
ache, I hear) and headed on 
down the central line confid- 
ently expecting the usual 
aurfu9 of gin. But— horror of 
horrors I — the free bar 
closed at fiirie o'clock, well 
before I'd hit my stride. In 
that time, though, I had man- 
aged to have a very mean- 
ingful 18"second convers- 
ation with l„iee Guinty of 
Micro Dealer {Lee is a person 
of immense power, because 
he has a large say in how 
many games a Software 



Company is going to sell. He 
sianas me up at lunch dates, 
but OK, I can take the humili- 
ation Hsob). I'd also had a 
long chat with Clwe Bailey of 
Beyond about how brilliantly 
they've been doing lately 
arid, i can now i«veaTto you, 
in a sneak leak, that Beyond 
wifl shortly be launching a 
new label f Like, wowl 

You may hiave noticed 
from previous reports that I 
like going to exhibitions and 
things. Well, t think I've 
changed my mind. I've just 
spent the last five days at the 
Earls Court Toy Fair, an event 
which must Surely rival everr 
the dreadful ld«al Home Ex- 
hibition for sheer tedium. 
Funnily enough, there were 
virtually no software comp- 
anies there at all, although 
there were plenty of paopts 
looking for them — perhaps 
this explains why I was hard* 
fy bought any drinks at all 
during the entire show. Or 
maybe it was just the fascist 
car-pari( attendants, scarirvg 
them away. Who can tell? I'd 
also just Stke to say he^to to 
the person who congratul- 
ated me on my column 
(vifash your brain out with 
soap, you degenerate) — it 
almost makes it all worth- 
while, although the odd beer 
would help as well. Incident- 
alty, I had the most apalling 
experience with microdrives 
at the show — one day we 
had a press reception in the 
morning for all the hacks to 
see our new games. Guess 
what happened — ati three 
cartridges with the new 
games on had myateriousSy 
de-formatted themselves, 
and so I had absolutely 
nothing to show the assemb^ 
led throng, I felt a right ding- 
bat, and the niOffll is clear — 
if you have to rely on micro- 
drives, then don't use them 
aiaJJ. 
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PANZER 
ATTACK 

Producer: Lothlormn 
Memorv required: 48K 
Retail price: £6,95 
Authors: R P^ker and T 
Kitchener 




I've not had many kifid 
words to say aboui Loth lor- 
ien in the past, so I would not 
have minded being able to 
say something nice about 
thorn now. Sadry, Ican't, This 
i$ a game based on the Battle 
of the Bulge in 1344 — you 
have to prevent the Germans 
from capturing your fuel 
dumps, and thus movingon 
to capture Antwerp- The 
game kicks off with twelve 
text screens of how to play 
the game, what really hap- 
pened, etc- The map that 
comes up is a 'true' geo- 
graphical representation of 
the Ardennes; in the usual 
wargeme fashion it operates 
not wi t h cu rso r, bu t wit h map 
rieterenices to define objec- 
tfve points. I wish people 
would stop using these map 
reference things — they are 



imprecise, hard on the eyes, 
and generally make games 
look old-^shioned and 
cruddy, like Battleships or 
something. Having said that, 
tho map tn Pamer Attack is 
definitely better than their 
usuai standard: but it's still 
next to impossible to see 
what is ^oing on. There are 
some nice touches in the 
game, the fact that the intell- 
igence that you receive is not 
always correct; but there are 
also some horribJc touches, 
such as the way the reports 
come up gaJng beep beep 
bip bip beep like morse code. 
To sum up, PBmBr Attack 
gave me a headache, but 
then since I've been demon- 
strating computer games 
non-stop for a weekj it's ra>t 
at all surprising. 



EAST 
FRONT 

Producer: CCS 
Memory required: 48K 
Retail price: £5.95 
Authors: RNeilson 

'Oh nor I thought as I pulled 
this one out. Not another 
innocent- looking CCS game 
with an inlay card that folds 
out to be about eight feel 
fong. But yes, my predictions 
proved to be entirely right 
aga«n. I was interested to see 
vvhat this would be like 
because it advertises itsaif as 
being the game of 'Tactical 
VVarfere on the flussian 
Front, 1941-4S'. end as a 
general rule, 1 prefer closer 
tactical games to expansive 
strategy ones. However, in 
this particular case. . . . The 
program is mostly in BASIC, 
which is a bad start, and the 
map generation routine is 
just risible, the game is sup- 
posedly very flexible in 
terms of the vark)us different 
terfatrt and weather condit- 
ions you can impose, but one 
of the problems is that the 
average Russian landscape 
consists of a couple of acres 
of snow, a few pine trees, an 



yfUm 4iK 



HAST 
FROWT 




J WARQ^MES 



empty Vodka bottle and a 
food queue. Translated onto 
a computer sci'een thts temls 
to give a square or two of 
action in a sea of whiteness. 
Apparently Cruise missiles 
have had a number of prob- 
lemscopingwilhtheRussian 
landscape — all those CIA 
agents who proudly lost their 
lives to bring back accurate 
OS maps of even the most 
obscure parts of the USSR so 
that the right information 
could be fed into the control 
systenrts of cruise missiles^ 
would no doubt be overjoy- 
ed to iearn that when the 
whole lot gets blanketed in 
thirty feet of snow, as so 
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often happens in Rtisslan 
winters, the things begin to 
lose their bearings and end 
up in the middle of Spits- 
b«rQOn* So. if February is 
getting you down — rejoice I 
Thintt of it as the dos«d 
season I Which is totally by- 
ttie-by. 

The units 9 rB represented 
on screen by letters (ABC 
order) in boxes, and they 
flash (wow I) when it's their 
go. This is a two-player 



ftame, which ( don't person- 
ally mind,, but a lot of folks 
<So, and it also requires the 
players not to watch each 
other at certain points. I can't 
really say a tot in £a$t fronts 
favour, except that the 
author obvioush/ knows his 
period, because there are 
bads of peculiar different 
units to choose from. 

Savtr>g grace: no co-ordinate 
entry! 




SUPER- 
POWER ^ 

Producer: CCS 
Memorv required: 4SK 
Retail price: £5,9S 
Author: Nicholas Hodges 

After the disappointmer>t of 
the last two offerings, I was 
well pleased to come across 
this one, Once again it's from 
CCS, virtually tt>e on\y comp- 
any working in the strategy 
games field as their main 
area. Despite the fact that 
CCS continue to put out the 
most diabolical rubbish, 
along with the occasional 
goodie, Vd still like to com- 
mend them for a CRASH 
Elasticfne rnedal for artistic 
ravery. in the face of on* 
going public apathy. 

Superpower 1$ a good 
game.ltmaynotbeanything 
spectacular to took at jdefin- 
itely unspectacular), but it is 
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inteMigent and thought-prov- 
oking. the game is basically a 
variant of the old mainfrarrve 



decision-making game, 

HammurabL You play the 
part of a superpower attemp- 
ting to increase its influence 
in a certain regfon, made up 
of nine countries; these 
countries are democracies, 
dictatorships and one- party 
states: Each country has a 
certain output, which is 
taxed at various levels. The 
states spend th^ir mpn^y on 
defence, welfare, infrastruct- 
ure, and police: the multinat- 



ies to go to war with each 
other; by Economic lobby* 
ing, ie attempting to pers* 
uade countries to adopt a 
more favourabie attitude to 
your investmenis in terms of 
taxes, defence spending etc; 
by Arms Aid; by funding 
opposition parties: and final- 
ly, by overthrguring govern- 
ments, which can be achiev- 
ed, among other ways, by 
hiring a hit man for five mil- 
lion dollars. 
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ional companies lobby to 
have their taxes reduced, but 
they might get them raised, 
or they might be national- 
ised (I remember Suez). 

The game really presents a 
remarkably accurate model 
of an unstable, developirvg 
area such as Central America 
or the Middle East, with all 
the Michiavellian comings 
and goings of the real, 
expansionist world. I got the 
feeling when I was piaying 
this that I was in charge of a 
massive ClA operations to 
convert the entire region. 
There are six main ways of 
gaining power over a nation: 
by Investment (end bribery) 
in the economy: by Diplo- 
macy (or counter-drploma- 
cy) by which means you 
forge military and commerc- 
ial blocs, or persuade countr- 




The range of opt ions is 
huge; the author may be 
very well experienced in run- 
ning political and economic 
models to have thought it all 
out. tf all this sounos a bit 
heavy for your tastes, don't 
worry — it's actually great 
fun puzzling out how to max- 
imise your advantages (and 
profits) in each country^, and I 
got a iittte vicarious thrill 
each time my opponents' 
assets got nationalised- I've 
got a couple of ideological 
reservations about the 
game; it's very materialistic 
Oftfhat about your house, 
then, eh? *EdA and I person - 
ally thmk it would have been 
better to have found some 
Other basis apart from profit 
on which to gauge the suc- 
cess of the playef(s). Despite 
that, though, this is sttll one 
of the best decision- making 
games I have seen, and even 
if you're not interested in 
politics, it beats stuff like The 
Great Space Race hands 
down (the graphics ave 
better tool). If you're getting 
tired of sprites and shoot- 
em ups, and the 46,000 
views of an ore's ear tobe 
leave you yawning, I'd 
strongly recommend Super- 
power — you keep turning 
round expectirtg to see yotir- 
self on News at Ten! If i had 
my way this game would be 
compofsory tor all new rec- 
ruits to the Foreign Office— I 
got more out of this than a 
yearns lectures on internat- 
ional relations at university. 
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ON THE COVER 

Packaging has become an important amf 
often enjoyable part Of anytfttng that gets 
sold on a shop's shelf. Books and record 
album covers have developed into an art 
form ofthetr own. Recently the same has hap 
pened with cotnputer game cassette covers 
Often tho artists who do this work remain 
unknown to the genera f public in all but their 
style. One artist who has dona more than his 
share of cassette covers is STEINAR LUND. 
fie has another distinction — he could well be 
the last person alive to have been paid by 
Imagine 
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Beaky and 
Steinar 



Earfy madws of CHASH may 
w<eif temembm the issut m 
which ftntgin^ Software gtv» 
away a free poster of the sp»ea 
ship Aroadia ttying ov9f • 
moonsnape. The trrist was 
STElhtAR LUi«> «fid !m»girt» 
kitpt him waiting months in (ho 
Queue for paymet\(. But at 9 lima 
when no one w&s getting paid 
by Imagine, Stein^r's gimhend 
rang up and put thepressufv on. 
Sterner got paid— ne was prob- 
sbfy ths (est person to ffti 
money out of tf^e d/ing so ftw^ « 
compenv. fortunately, getting 
money from most Of his Othef 
cfiitnts has been /«ss of a 
probtemf 

Steinar f30} was bom in 
Beraan, No/way end first came 
to Engfiind in 136*, 'My faOief 
W9S soma sort of etrginaar on 
the ftoye/ Norwegian Yaeh^. 
then he was offe/ada/ob on the 
Thoransan car ferries, f v^as W 
when / first came over. ' 

Ha studied interior design at 
Kingston Col/ege of Art but 
decided in the S'ndto 'have a go' 
at pointing. '! spent a vaar /ust 
buifding up a portfofio, ttmn 
weni abroad for a whifa artd 
when fcame beck I got invofvad 
with tfte garnes industry. I knaw 
Nick Lambert and John Hoflrs of 
Qukks/fvB before the ectuaf 
computer game thing rea/fy got 
going, / knew they were starting 
sornething so t did some roughs 
wtthovl 0*em Asking and fntfy 
ware prwtty chuffed with tftc^ 
so that's how / got to do the first 
one.' 

The first one was Q£ I>«f andv, 
which Stainar thinics was prob- 
ab/y aist> the first games caa- 
aette cover in colour. After tfiM 
he did ihe<iS Aitireid* attddea- 
igned Quicksihra's coiour QS 
logo. That was in t96t and the 
mrnes were far theZXSf. When 
ne returned from abroad he 
fou/td Quieksihra had axpatnied 
amakferabfy and so had the 
market penereffy. He produced 
Quicksifve covers for Xadotn, 
Smiiggleri Cov« and G«rn«i 
Dti^ner 

Visitinp the computer fairs 
eventuaify brought contacts 
with ottvr software houses like 
Mefbourne Mouse (for whorn ha 
designed the cover of Cltwic 
Advintur*/, Proeam and fent- 
asy. 'f first met Paul Oyer of 
Fantasy at the tOth ZX Microfeir 
atAily Patfy. He wasn^t too inter- 
ested ^t the time, but later i got a 
cali from him. The first worn was 
the compilation poster of Baakf, 

ThaOt of course, there was the 
eovar of BatMpadkart. ffecantfy, 
Stafytarftas cornpieteda fantasy 
cover for Blu« Tunn*l 7 haven t 
seen the game though. The b/i^ 
was thai it was in a blue lunnai 
with the red rings which youaoft 
of had to blast eway. but I ftava 
no clear ideas as to wftat tha 
ganw is really like. ' 

tt seems often to be the case 
that a dastgner will not see much 
of the product that ha is painting 
covers for, although Steinar 
jAJHat to see as much of a game as 
petatbie, 'it's best to see some- 
thing even tf it's /ust pert of the 
scrwan. There are vanous appro- 
aches; you can ei^er try to de- 
pict whats going on in the 
game, or fust try to put across 
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DRAG0N5BANE forOuk::Kstlva 




PSYCHEDELIA for Llamasott 




the basic kha ofth^ gem0. f did 
get to saet DngafulMn* (Oukk- 
sf/vai pretty much completed, 
and the cover is besed igrgety on 
the screen graphics. * 

Part of a designer's problem is 
one of time, end especieftY in the 
gsmes indttstrf, software 
nouses can v^nt artwork done 
in B very short time, ' The fastest 
was B painting I did overnight 
thst was a Metboume House 
book cover for tfie Commodore 
16. The longest was attout 4 
weeks on Drnponsbana. ff an 
idea comes qwckfy yau can get 
tf>st down and execute it ' 

Two of Steinar's earty artistic 
intti/erKes can sttt/be seen fing- 
ering in much of his work; Safv- 
scforDsfi, the Sp&nish sufr^tlisJ. 
and Chris fosse, who boeame 
famous for his Nghfy dMsMfftf 
space Junk an sci-fiboakcovmw, 
fie starts by doing pvtcif 
sketches, then a penctt modatp 
which 1$ transferred to board be- 
fore it ii atf airbrvshed. finishing 
touches may be appfied witfi * 
hand brush. He uses a Japan^e 
Oiympus oiftfusfi and it is 
sprayed, translucent inks wfiich 
give such brightness to the fin- 
ishsdwofk, 

Stefnar, who does h»v<9 # 
Spectrum, finds little time for 
playing games on it. but uses it 
intittd for designing computer 
Onpttics in conjunction with a 
British Micro Grtpt^tat/, At pivs- 
entheis working en * new gmme 
for Qufcksi/va coifed Fiftlartk 
Vevag^ or Bkmd and Guts as it 
will probably be known. 'I think 
it's a goad one becausB ihett §t9 
a lot of aspects to if ft's a vmy 
original game. I have tktfta tfta 
cover for it and ttm loadft^ 
xreen. f trace off the actuef 
fiainUng. reduce 0. put it onto 
the Graphpad artd so onto tlie 
Spectrum, f t^ange things 
around so the attributes fit 
better.' He is aiso designing 
many of the graphic characters 
us&a in the garne. working to 
preset Sfiedncations by tfie pro- 
grammer. John £dmorrds. 

In the computer games field 
tftara are many aspiring progr- 
ammers, but thew ere also as 
many aspiring Artists who 
would tike to design covers and 
posters. What advice does 
Sterflar have to give them? 7 
would first of all find out from 
maybe an art college what sort 
of Skilfs you may hsve intietent. 
and to find out what options you 
have got and whether you have 
anything worth selling. But it 
doesn't ah/vays neiean if some- 
one says f^o. that you're not 
goodencugh. Yon don't have to 
accept that ttmausa I was told 
that end I didn't accept that. 
There are people who work 
slt>wef tfiao you and titose who 
work faster, tf yt>u yvotit faster 
and tfiero's ptenty of work 
around (hen you earn twice as 
much as somebody else, fm 
certainly tiving on it and the 
games industry is actually v^tat 
has h&tped me gain my posithn 
as an illustrator and without it i 
would have had a much fiardar 
time, ' 
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